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With retro gaming now more popular than ever, i's never been easier to play your 
favourite classic game. Online services lke Virtual Console and Good Ole Games 
grant us access to a wealth of releases that you once had to scour car boot sales to 
find, while developers ike Square Enix seem intent on remaking all their greatest 
hits on modem consoles. However, there reallyis nothing quite like playing an 
oid gare on the hardware it was intended for, which is where the book you see 
before you will come in handy. Charting the history of videogarnes hardware 
{orn 1977 to 1999, this handbook inspects many of the greatest garnes machines 
ever made, reteling their fascinating behind-the-scenes stories and detaling the 
best games you should look aut for once you've bought one. This revised edition 
includes new sections on the Acor Electron, SNES and the Philips Videopac 
67000, as well as its predecessor Magnavox Odyssey — the very first garning 
console, And i that wasn't enough, we've included 2 guide to the brand new old 
console, the Nintendo Classic Min, which celebrates the 30th anniversary of the 
original NES. Once youve read about the very best retro hardwate within, you 
definitely want to buy at least one. 
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What better way to celebrate the 30th anniversary of the NES than 
Ie ul Bei oh tore shales? We revict he JORiveze 
games you'll be playing with the brand new old console - ~ this is 


Nintendo Classics. Mini: NES... 
S= 


Nintendo 
ENTERTAINMENT SVSTE 


SMASH THE 
SYSTEM 


NINTENDO, 1785 
One of the most interesting characters in the 
‘Smash Bros. roster, ce Climbers were based on 
the idea of having both co-op clamberers work 
as a single unit, and it worked billiantly. Co-op 
is undoubtedly the best way to enjoy lee Cimber, as 
‘you're able to make far quicker progress through the 
various fioors as a duo than alone. it doesn’t seam 
tricky at first but 25 soon as you stat sipping around 


FIRST-PARTY 


FATHER KONG —bueaetatte 
KNOWS BEST = Euceaees 


=] | 
| ‘ 


and missing seemingly easy jumps, you'l realise wy el 
this isa game few wi be able to beat alone. es 
‘INTENDO, 997 = 


Ing role reversal of the original Donkey Kong, 

this acrobatic adventure sends Dis son off to 
rescue his old man from the clutches of Mario, 
the goodie-two-shoes Nintendo mascot’s only MARIO BROS. 


antagonistic role, no less. As an arcade garne frst NINTENDO, 1983 
and foremost, i's frustratingly dificult at times ~ 'mWhie the original Mario gare was echnlaly aor, 


‘minimal fall damage is enough for the young Kong to the fact that the arcade and Famicom versions came out 
lose aif, for instance, and the ‘ect thatthe kil screen NRA CO oa 
icks in at level 22 tes you exactly how fer you shoud Pea ae eee 
‘expect to get. Interestingly, the white vest suggests _plumber-versus-pest, its perhaps the sale example we 
that this is the version of Donkey Kong that is playable: have of Nintendo's maseot actually doing hsb. 
in the orignal Super Maro Kar. 
METROID 
NINTENDO, 1985, 
SUPER MARIO BROS. 2) , ao generar 
was eucland previously aeessble 
PL UMBING ISSUE: Five ways to tell this ain't your areas may be reached later once the requisite powers: 
ordinary Mario adventure have been obtained. Games ke Dork Sul are auded 
NINTENDO, 1988 tedayforecheving handling and promoting 
. 


ape “exploration - things Metroid was doing 30 yes 


FOUR SUPER MARIO BROS, 
PLAYABLE FEELING SONTENDS 1 5 
CHARACTERS FLOATY re ae cree nee 
pape decreas ee 
So niarumes ee wink puma namin nrc 
Apiaceae el hex! Msc tied a 
I speetrmvrshorcotedne ureininds fe 
Sie wl acter Tet hte eon St 
Teacadacancnde 
ees 


sw You can el someting ie amis 
_as soon youre given the option 
choose between Mario, Lug, Peach 
and Toad. Each play diferent, 
‘making them bette suted for 
certan stages or challenges 
than others 


LONGER 
STAGES 
‘mThe beauty of Marlies inthe 
brevity fits stages, the satisfaction 
‘rom reaching the flagpole unscathed 
By companison, SMBs levels are 
‘uit ong, wth hidden areas 
and branching paths: ls pot 
-abad thing per se, ust 
diferent. 


SUPER MARIO BROS. 3__ B 
NINTENDO, 1988 4 

18 perennial NES avurte, akan 5 
= rosmalpattororeercptenlient  Mdlin L A 
design, open pln sruelure and 
‘todeton values that ew theres on the sytem can 
Fival ome consieritthe best game in he ene sees 
an argument that certainly cares weight 35st as 


IT's NOT A enjoyable today a5 it was 2 anch, 
MARIO GAME 
‘mAs most peopleknow. the THE LEGEND OF ZELDA _ SSE3SSS0S58035 


ees aes 
-rejggedversionof atormer ume 1m The origins of Nntondo's Classic acion moWe 
ee Soe 


Cen SrenaS 
Lik’ okening and Link To The Past owe tie 


themselves tose where the seeds forthase amazing 
games were fst sown 


Se THrow 
"4 WEEDS 
= every pay 
7 
1 


Im The gare inves picking 

sft up and hrong her which 

right come as ashockto those used - 

tobouncing on Goombas. Tues, 7 al 
potions, POW blocks and even st — 
srervesandsome projectiles =} 

canbe grabbed and 2 b 
chucked 


NA A a a 


PROBOTECT THIS! 


The Classic Mini features conversions 
of some coin-op classics — here's how 
they fare on the 8-bit machine 


as abstract as Syper (as tis sequels called 

fame even though the names 

er you go ~ walk right (running is a 

it tnggers more enemies than you'll 
‘0 deal with) and blast the crap 

moves, and most things that don't 


Clves up tot Infact, i's so hard that 
off Aler-inspired later levels area joke 
really meant to see. If you can react 
cheating, we dott our collective cay 


TAM ERROR Witton. 


PILLS FOR YOUR 
ADDICTION? 


D0, 1990, 


a 
& Every compilation of games 


busting exploits is one of the best choices, 
‘on the NES. Unike most faling blocs puzdes, 
wie! 


pils to erin 


iy 
Puyo and Columns. 

You can take on the game solo or play 
competitively against a second player ~ in the 
your opponent with 
game has all the 
ualty puzaer, with bood 


and iconic music that wil bore its way into your 
subconscious and pester you for weeks 


NINTENDO, 1987 


It’s easy to hate on Zelda Il, but 
that’s primarily because it’s just 
0 different to the rest of the core 
Legend Of Zelda series. There ae 


‘worse games that cary the name — 
the CD-\ releases, for instance, are 


Link ectaly shove te devoboment 
* drectonseguably mores han any 


cother maniine entry in 
sine. I's all bout exploration, with 


laughably poor, while The Adventure Of playing again, it only to make up your 


‘eam pushing and puling in interesting 


2 
RRA 


separate side-on and overhead used 
{or action sc-eens and map navigation 


respectively. While the combat never 
{eels particularly good ts is @ great 
‘example of open world design leading 
1 playor freedom and i's worth 


‘own mind about i 


4 Naif 


THREE WHEELS? Y 0.6.0, vce nein 


nes mini 


‘MEET THE 


CONTENDERS 


Punch-Out! is back, but i’s missing a cover star 


NINTENDO, 1982 


NINTENDO, 198 


GAME A 
A pure time-attack mode where 
i's rider versus obstacles against 
‘the clock — beat the best time 

10 proceed to the next stage. 
Angling your bike is key to 
success, as poorhy-executed 
jumps can slow you down 


tea craw or 
even result 2 fun option if you need visible 
in costly ‘competion to wow the other 
crashes: peop in the room, 


WHEN BILLY MET JIMMY (AGAIN) 


Rival racers join the fray here, 
making switching lanes at he 
right time a crucial sil to master, 
choose your time wrong and 

its boom town for you, There's 
more room for mistakes here, 
thanks to the fact that Al riders 
‘can crash out at any tine, but i's 


DESIGN MODE 
Create your own perfect 
motocross coursa out of the 
various jumps and hazards 
available, then soe how you 

fare in the ather two game 
modes, Sadly, course saving 
wasnt possible in previous non- 
computer disk versions — will 
that be fied for the NES Mini 
\version? Find out by treating 
‘yoursalf to the new console. 


ana om 


2 While roviewers ofthe various versions 

‘of Double Dragon at the time were 

| quick to latch onto the fact that this 

loose approximation ofthe arcade hit 

had the clout of a popular brand behind it, few 
would have dared point out that it isn’t actually 
‘very goad. With the power of hindsight, hawever, 
e'te tee to dost that Final Fight and Streets 
Of Rage weuidfolow soon ater maleng huge 
‘svides for the genre. Double Dragon II's controls 
are based around Renegade’s, meaning A attacks 
‘your night side and B attacks left — weirdly, jumping 
‘was mapa to pressing both butlons, Cheap 
dlaths and a undertised combat system ae other 


‘TECHNOS, 1989, 


notable sources of frustration. Thumb and mental 
‘gymnastics aside, though, Double Dragon Il: The 
Revenge is imoressive given the constraints of the 
NES sygtem, and it finally introduced a two-player 
mode, lust don't expect a scroling fighter that can go 
toe-to-toe with any of the big boys of the genre, 


‘The version of Punch-Out!t you'll play 

fon the Nintendo Classic Mini: NES will 

bbe the one featuring ‘Mr Dream’ rather 
~ than ‘iron’ Mike Tyson - but, realistically, 
his absence shouldn't matter too much. Tho 
‘appeal of the game wes alvays based on its excellent 
‘gameplay and a great cast of onginal characters. Here's 
8 refresher on your opponents, 


GLASS JOE 

Ths guy isa wimp wha 99 record His 
‘signature move isthe Taunt Punch’ which says 
‘everything youneedo know. 


VON KAISER 

‘mAlormer boing instructor forthe military, his 
German ghters paths prime. When he shakes 
bishead he's about to strke 


PISTON HoNDA 

1 Japaric iat champion shard bt 
has asof ence Watchut forgets 
“itn Rsk com, 


DON FLAMENCO 

sm The Spanish danceris abt of 2 onetrick pony 
=helbait youn attacking and respond witha 
devastating uppercut 


KING HIPPO 

‘Garganluan doesn't bagn to deserbe this tribal 
leader Attack whens mouthis open, and ake 
advantage offs lose short. 


GREAT TIGER 

‘indi’ premier boxers aided by hs magic 
powers ot teleportation Watch forthe ruby inhis 
turban—fitglows,helstrike, 


I BALD BULL 

| 1m Thelsianbul nave i capabe of sending Lite 
acto the canvas with single Bul Rush 
Upperets are tecve against him, 


SODA POPINSKI 

1m Kicking the booze as ticked off the former 
Veda Drarkenski as he's aformsdable Word 
‘iret opponent. 


MR SANDMAN 
smith strong roll jabs and tne reamand 
Express this competitors easy capable of 
tng yout slp, 


SUPER MACHO MAN* 

18 The Hollywood bodybuilder ght ike an even 
3G more terocous Sods Poin, wchisbadnens 
N for ite Mac. 


] MR DREAM 

| inves your waking ightareterfyng 

|__| puailist who can floor you instantly during the frst 
seconds of afgh. 


10 ESSENTIAL 
STARTROPICS FF 
FACTS 


@ ‘StarTropics is one of the 

lesser-known games on the 

“S* Nintendo Classic Mini as both 

S games in this action-adventure 

series were released for the NES 

‘exclusively. However, StaTropics has 

‘a cul flowing andif 

game, is inclusion here is 

‘chance to ciscover What made it go 

good. Here's what you need to know... 


pe oe 
india 


MEET THE 
COMEBACK KID 


a faa . 


BALLOON FIGHT 


- ACCOUNTING g 
FOR INFLATION 


NINTENDO, 1985 


| , = While mechanically quite similar to Titles from other teams hold their own 
te Joust, Balloon Fight is an early glimpse just as well as the ones from Nintendo 
into the colourful and faly-friendly 


‘world of Nintendo games in general. 
Incorporating remaining ives’ into the player character 
\with unpopped balloons was a masterstroke of game 
design (and one that Mario Kar's battle mode uses 

to this day), withthe added pressure of negotatng a 
screen of enemies with only one inflatable miraculously 
holding you in the ai stressful, yet stistyng, 
experience, Balloon Trip mode is Berhaps even more 
lense and rewarding than the main game, not to 
‘mention it being a precursor to the many endless 
runners that denvinate the mablle market today, 


scene 
I 


e 
ee ie 
SAAR RET = 
TiNTENDO Ie 
‘Ten years ago, a device ike the Nintendo 
Classle Mini: NES could easly have made 
it to the shelves without Ki learus being KONAMI, 1986 
included. Athough the NES gare isa cut 1 The sag of Beoniveraus Daca SateTan 
hit. the seis spent a good two decades in a dormant 
release ofthe Game Boy seavel Kd 
leans: OF Myths And Monses. However, n modem 
times Nintend has made quit an efoto revive 
Kid leans and its hero, Pi with iksions inthe high 
protle Super Smash Bre. series and a 30S sequel 
The game tot isa lator with an unusual 
twist, 38 many of te gare’ levels dont so 
honzonaly instead, they sool vera and wrap 
around horeontaly,elowing Pit ext the rah 
ofthe screen to reappear on te left. also provide 
an eay example of charactor development, with Pit 
shining equpment and health — but only if he ears 
enough experince inthe frm of pont, to use them 


here, wih th sde-sroling gothic adventure that 


features near- constant nods to cassihorror erature 

As tough asitis the NES originals stilreat fun. Take 

things slow, don't get cocky andyou might might ~ a 
ve he ordeal 


‘mVvhetner orn youBeleve le story 
thatitwasso named ait was apparently 

‘Squae'sast- dich effort toi the big 

Time. he orignal Final Fantasy is worth experiencing i 
nly to ee how the series grew and evolved, Early games 


CAPCOM, 1986 
ugh elon coin-op found 
home for itself on the NES, slongeide 


“NOBODY CATCHES prleciceeel aaag) 
BO - TOUCHDOWN!” oem 


again in search of the true ending, 


‘An old sports game might seem like an 
‘odd inclusion in a package like this, but this CAPCOM, 1968. 
‘multiplayer classic still resonates with a big Winan era where misieading bora could 
fanbase ~ so much so that modders stil release ‘edi severe deappointmen,fndng 
‘annual roster updates for the game. Tecv1o Bow! gare ike Mega Man 2-where the 
isn'ta simulation m the same way that the fies of «olor sprite work was actualy way better than the 
John Madden Football were — each team is imited to frankly ernbarrassng ever art —was ara eat. Again, 
rine on-field players and 2 playbook containing just its not exactyane3sy game, bu youl ind rhythm once 
‘our piays, The simpifid arcade gameplay is a big you knew what order i beet to tackle he be 
reason for the endurng appeal of the game, though, 
as f sips back what can be a pretty complex and 
‘daunting sport for the uninitiated ‘ECMO, 1988. 

If you want a quick advantage, we would va = 540 cook 
recommend you start out with the LA Raiders. The ul soto see agame debunk 
team conlains Bo Jackson, an extraordinary athlete this myth so ruthlessly was actualy gute 
‘who competed in both the NFL and Major League amusing, While Ryucan kill ost enemies witha single 
Baseball—his running speed is incredible and you'l slasher speci tack, bats and birds tum out tobe the 
‘evade defenders with ease, timate ant-rinja weapon, forcing ou era dun pits or 

‘frustrating death ater frusrating death, 


Magnavox 


Ob SSe4 


GAMING 
STARIE 
ER 


Released in August 972, the Magnavon 
Odyssey inttoduced the concept of 
turning Your television set into an 
interactive gaming device. Marte 
Goldberg takes you on a journey to 

discover the story bebind the very tirst 

commercial videogame console 


RETROINSPECTION: MAGNALOK ODYSSEY 


‘obolcty go whe 
Lttered on American television screens durin 
In September 1966, viewers in ivi ‘country had no 
idea just how true th thin the span of a 
‘ow short years, their television sats would be doing just that thanks to 
the nondescript team of electrical engineers working away in Nashua, 
New Hampshire. Lead by 44-year-old Ralph Baer, the group would 
transform that standard television set into an interactive device, creating 
anentertainm the home ust as vansformative as when 
‘movies and television shows first started being broadcast into homes, 
When the team had startedits werk during that fateful summer that 
new medium didn't even have aname, [twas ust a dream of the 
futuro, based on an idea Ralph had over a dacade before its creation. 


10 man has gone before, When those words 
the debut of Sta Trek 


111950, Ralph Baer was working for defence 

contractor Loral Electronics Corporation 

in New York. Just two years before that 

year he had been the first person in the US 

to graduate with a Bachelor Of Science in 

Television Engineering, putting him in an 

‘exclusive echelon of engineersin the US 

which was familiar with this new but quickly 

spreading entertainment technology. 

While working on a high-class projection 

‘TV set, the only TV sat he'd wind up building 
cover the next two decades, Ralph had an epphany. 
‘The test equipment he was working wit electronically 
created lines and checkerboard patterns on the screen 
He started to muse, what f the circuitry could be 
expanded into ¢ game on the TV, end maybe even be 
built into the set? What if TV set could be used for 
something other than watching broadcast shows? 

‘The bight idea he Rad come up with would help 
launch an entertainment medium tha itself wound up 
becoming a mult-blion dolar industry decades later. In 
a perfac: world where everyone shared Rah’s vision, 
keds growing up inthe ities would have been abe to 
switch over from Howdy Doody to pay a game with 
‘heir fiends on Saturday morning 

Bul that was not to be, thanks to chief engineer Sam 
Lackoft Being @ 28-year-old engineer very ow on the 
corporat totem pole meant that Raiph's Vision lost out 
to Sam's senior project management blinders. Ralph 
was tol that his projection TV project was behing 
schedule and he should stop wasting tme, And ator 
that project was done, Ralph had to move on from 
one defense contract after the next. whichis what 
he remained in forthe next few decades. During the 
next 16 years, though, he eventually rose tothe rank of 
chief engineer at Loral and then a VP for engineering at 
Transivon and then, finaly, vision manager al Sanders 
Associates, That's where he was when the next part of 
his joumey took place. 

Inlate August 1966, Ralph was enjoying a sunny day 
onthe stops of abus torminal. Ona business trp for 
Sanders, the tardiness of another engineer forced Ralph 
‘to do what most talented engneers do: dream up new 
ideas for circuits. Only inthis case he herked back to his 


‘ePauney 


The Magra Dope smpped 
achat of detent anes 


6 


wa 


doomed idea from back in 1951, the one he never quite 
Jost hope in pursuing, Ralph started doodling notes for 

bis plan to use ordinary home TV sets to play electronic 

‘games. By the time the other engineer was dene, Rah 
had the feeing he was on to something. 

When he got back to is office at Sanders on 7 
‘September 1866 Ralph took his notes and created a 
four-page document that outlined his plan for turing 2 
standard TV into an interactive gaming device. Within 
that document was a description that included how 
the TV itself would interface with a ‘box’ that would 
cost around $25. In tur, it would play games ideas 
{for these were also skatched aut and spanned the 
categories of acton, ats, instructional, board, card, 
sports and ‘game monitoring’ (which had the ‘box’ unit 


‘= An optional power supply 
was avalabl, butmost 
cvwners rn itt bateres, 
tbe precise, 
which eame with the ut 


sx'C batter 


bb While working on a high-class 
projection TV set, “Ralph hadan ephinany, 
What ifthe arcurtry could be expanded 
intoagameon the TV?™ 


functioning lke a pair dice used in games ike Dungeons 
& Dragons}, twas the idea ofthe technology to 
interface with a TV for playing these games that was 
‘whore the groundeaking magic happened 

Long before today's wall of vanous aigital inputs on 
the back of our HDTVs, in 1966 the only way to gat nto 
2 TV (which at that sme was analog! was through its 
antennas. Unlike the vector and dot displays avalable 
lobig university comouters ofthe time period (which 
allowed the computer drect control ofthe display Ike 
anelch-2-sketch}, to interface with a TV, your device 
had to generate a coded video signal which was in tun 
decoded ty the normal TV creutry to 'raw’ a single 
frame on the sereen (usualy ata rate of 24 of these a 
‘socondl. Each of those framas was constructed 
by lines and lines of pixels, drawn left t right 
cone horizontal row at atime unti the screen was, 
filled. The video signal was the transmission of 


Tht dal ane cate 
(areal inthe Vern 


RETROINSPECTION: MAGNALOH ODYSSEY 


INSIDE THE MAGNAVOX ODYSSEY frstersgisests, 


CENTRE ADJUSTMENT ACCESSORY PORT ‘SPEED ADJUSTMENT 

Used e aus the positon ofthe verteal The Odyssey has a uit-n Unlike ater Pangeanly consoles, the 
rmid-seren ine onthe television, usedin Table porta connect accessories (Odyssey allows youto adjust how fast the ball 
Tennis, Tennis and ther games beyond the two controllers (orwhateverthisthird object epresensin he 


that came with he unt current game) moves 
Unfortunately ony the now 
are lightgun was released 


CONTROLLER PORTS 
Long before the 08-9 port 
was adoped asthe standard 
fordetachable conroles 
ith he Atari 260, he 
Odyssey’ detachable 
controllers use a12-p port. 


MODULES 
Althelogicused nthe 
various games ae on these 
cards, aewellas the pay 

euity neues spot 


generator, gate gatrix, GAME SELECTOR CARD PORT 
i-alo Gor direction Instead of using alarge slider or steht 
changes) and more selec on of he many bitin games, the 


‘Odyssey uses jumper cards which efectvely 
do the same thing 


Which pixols to turn on and off fandif you were lucky 
lenough to own a colour TV itincluded the colour info for 
each pixel as welll and it's where the entire medium 
of videogames criginally got its name from. Ralph's 
challenge, andthe challenge of anyone attempting to 
interface witha video display at that te, was to get 
basic objects onto this relatively one cimensional display 
and make thern appear to be moving around at tho will 
of the players. Referred toas.a spot motion circuit it 
‘was the basis for videogames in the home and arcades 
‘or many years to come ~ though Ted Dabney would 
wind up inventing his and Nolan Bushnet’s spot motion 
Circuitry n 1970, ndependent of Ralph's work 

By 6 September 1966 Reiph had the inte 
schematics laid out for a spot motion cicuit and was 
assigned a technician by the name of Bob Tremblay to 
build and test t. Called "TV Game Unt itwas bult 
with vacuum tubes because that was the cheapest 


cts ora 
Roeper. 
casera 
Roker 


and easiest technology to use for what was essentialy 
‘proof of concept and still nat fully- approved project. 
“Transistors and ICs simply hada’t been around long 
‘enough yet to make them affordable, let alone for Ralph 
tahave worked with them much, In December 1966 
Ralph demonstrated to corporate director of research 
and development, Herbert Chapman, Herbert found 
some some potential and gave Ralph the graan light and 
funding to pursue his project further 

Ralph and one of his engineers, by the name of Bol 
Solomon, began planning out the games and how to 
take advantage of colour in the games they were going 
to display in @ new 19-inch colour TV. Yes, Rahs plan 
was fora ful-colour game system. By early 1967 Raloh 
‘was working on atransistoised version and he brought 
in another technician by the name of Bil Harson 
(who was akeady known for his work in vansistorsed 
‘rcults) t0 replace the naw departed Bob Tremblay, 


RETROINSPECTION: MAGNALOH ODYSSEY 


EARLY GAMES 


Five releases that moulded the Odyssey 


TENNIS 

imThe game that startet all Nolan 

Bushnell saw this game at: 

acne the challenge 
warm-up. 


The orignal u 
provide horizontal and 


CAT & MOUSE 


videogame. One 
ri cat nd the otter mouse. Cat 


re realy onthe honour sytem 
keep your backs the lies 


HAUNTED HOUSE 


the more fun two-player games 


play detective thathashas te move 
from clue to elu to get to 2 reasure Your 
opponents ghost ha’ iden untlthe 
rightmoment and then, boo 


‘SHOOTING GALLERY 
flnshs game which urisedthe 
sroundbreaking ighigun peripheral, you use 


CE HE Ee Ht. 
Cigrancoparcctccte OVO 


Raloh's challenge was to get basic objects ot en i neem | bobo bees 
onto this relatively one dirnensional display Sosa andtea 
and make them appear to be moving around 


at the will of the players 


Working in the small 10-by-20 foot ab, they started 
‘working on aight pen’ for the game unit for use in c Ifthe puck goes out of 
playing quiz games. Coming up with a novel way of jufaceoffin one ofthe relevant 
‘generating coded spots, the two eventualy expanded it 
ilo the fist video-based ighigun and, in turn, ther first 
nieractive video patent. With other work at Sanders 
taking higher priority at times, the work on this video: 
‘entertainment systom wasn't continuous, butit did 
‘move forward in leaps and bounds regardless. Ralph 
‘contnued to lay out more game idaas including maze 
‘games, racng games, basabal games, and mare 
the middle of June 1967 they had TV Game Unit 2 
‘completed. Looking ike a meta! box with a bunch of 
knobs and pump controls, the unt played a pumping 
object was for each play to pump 
: son's areal, a bucket filing 
Chess, Steeple Chase, Fox And Hounds, Colour Wheel 
and a target shooting game that used the two lightguns 


they had built. Also made up wero 
colour transparencies to affix io the TV screen to add 
‘more detailed playfield graphics, and exteutry 70 
‘enable them to sync an aucio cassette that 
‘would play Ralph's pre-recorded explanations 
of the games cirecty through the TV speaker 
for the eventual demo tothe higher-ups.Itwasa 
‘success and werk began on TV Games Unit 3, and 
the two were joined by an engineer by the name of Bal 
Rusch as they looked to improve and madularise the 
Circuitry from Unit 2 and come up with more games. 
They even looked at using 7400 TTL chip (Transistor. 
Transistor Logic, a digta logic chipset that because 
the base of most eariy video arcade games}, but t 
‘was deemed to expensive. TV Game Unit 2 got the 
missing colour circuitry to pay fullcolour games, and 
{an important addition by Bll Rusch: @ thi 'spot for the 
‘machine itself to move around. Rusch came up with 
the idea of using the spot as a ball for sports games ike 
ike Tennis, Ping Pong, Soccor Hanaballand Hockoy It 
was the bith of what would become known as ‘ball and 
‘padale' or Pong-styie games, and was camplated by 
November 1967. 
With the adtion of creitry design by Harrison to 
‘make the spots rounded instead of square and the 
inclusion of two joysticks and a set of horizontal, vertical, 
‘and 'englsh’ motion knobs, TV Game Unit 4 was 
‘born, That soon evolved into TV Game Unit with the 
addition of de/at circuitry to get more realistic motion 
anda focus on moving towards production, and aftor 
{an aight month hiatus work an TW Game Unit 6 was 
startod with the addition ofa rotary switch. This finaly 
lead towards a final eworking of the entire unit into TV 
Game Unit 7, which is more commonly known as the 
famous Brown Box. 
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tarting in January 1969, Sanders started 
shopping aroundits finished TV game 
unit to various television manufacturers 
in the hope they were the obvious choice 
‘for someone to icense the technology to and getit 
‘on the market. RCA, Motorola, GE, Zenith, Syvania, 
GE, Motorola, and Magnavox all took a look at the 
Unit, but RCA was the only one to bite, That was until 
‘negotiations fol apart that summer. Tho chances for 
‘the game unit almost died ther itt hadi’ of been for 
‘former RCA marketing team member Bil Endars, wiro 
had left and joined up as VP of marketing at Magnavox. 
Getting Magnavox to reconsider, ittook unt! March 
1970 for an agreement to be reached and then untl 
January 1977 fora licensing agreement to be signed. 
Unfortunately, during the move from the Brown 
Box prototype tothe final Magnavox product, several 
cof the team’s innovations wore dropped by Magnavox 
in favour of cost savings. The colour circuitry was 
first to go fora savings of $1.64), then the pumping 
‘game controls, the rounded ball creuitry and mora. 
Many of the games were pulled as well for inclusion 
ina proposed later unt, though a few new ones were 
added as well Plus, Magnavox’s engineers also came 
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The odyssey of the odyssey 


sey and due tothe popularity of Pong 
inthe arcade, Magnavox released a set of Pong-only 
consoles in 1975 at the same time that Atari's home 
Pong debuted. Establishing the Odyssey as a brand 
name for alle consoles in the US (parent Philips 

‘used Videopao) it continued releasing a series of Pong 
ralated consoles uni 1978's followup tothe orginal 
‘Odyssey, the Odyssey 2 (called the 67000 by Philips). 
The followup to the 02 never materialised in the US due 
to the industry crash, however it was released under 
Philips as the 67400 its last console uni the CD- 


ODYSSEY 


Magnavox 


bb When taking about the Odyssey sale 


pwith replacing the 16-game selection switch 
with cards instead, allowing the user to select 
buitin game by plugging in its respective card to 
activate it, Named Skil-O-Vision at this point, the 
system was test marketed from July to October 
1971 in San Diego, Catfornia and Grand Rapids, 
Michigan to quite favourable reviews. A folow-u 
‘appearance in Magnavex's Profit Caravan’ tour of 
Magnavox dealers n 22 states in the US also was 
well received. Enough so that a May 1872 public 
duction of the system was planned, at which 
point t was chvistonad the Magnavox Odyssey, 
When the May 1872 edition ofthe Prof 
Caravan ralled into town in Buringame, Calforria, 
amongst the crowd of onlookers was a young 
engineer from a coin operated game company 


figures, you have to keeo in mind this was 
the first games console" 


The speebson stte peor 


by the name of Nutting Associates, Nolan Bushnell 
Having eleased the first coin-operated videogame 

the fal ofthe previous year, Nolan was looking to split 
ff from Nutting with hs partner Ted Dabney and 

had come to the demonstration to see what this first 
videogame unit for the home was a about. Bushnell 
took two things from the event. First was that he felt 
itwas a pootly executed analog’ system, and second 

thatthe included Tennis game was promising if it could 
be tweaked. With regards to the forme, the context 

of the later patent tral between Magravox and Atari 
has to be taken into account, Whit the attempt was 
made to pontay the Odyssey as a then outdated analog 
system compared to Atar's fuly digital’ arcade game, 
Pong, t's nat based in fact aocorting to Raich andthe 
other Sanders engineers. As Ralph explained tous: 
"One lookat the schematies of our last three designs 
{including the Brown Bax which became the Odyssey 
game) shows thatthe circuitry is neerly all digital and 
pulse circuitry, excent for the modulatorch 3/4 oscilator 
and the sync generators. There is a set-esel-fp-tlop for 
ball reversal upon coincidence with the paddle. Another 
SS-RF-F rovorses the ball upon coincidence with the wall 
in Handbal, llcoineidence detection is done ly diode 
AND-gates. Even the symbol generators are pulse 
cereus, So much forthe ‘analog creuits' myth, 


RETROINSPECTION: MAGNALOH ODYSSEY 


For the latter, Atar’s Al Acom-created Pong actually 
did create a superior version of the game thanks to 
‘Alcom’s clever method of using a single spinner to 
provide a similar ‘english’ motion experience, And 

‘as Ralph admitted, it drove sales of the Odyssay for 
Magnavox considering during the time thatthe system 
\was on the market from 1972-1975 it was the only way 
you could experience a Pang game in the home. 


hen talking about the Odyssey's sales 

figures, you have to keep in mind this 

was the first game console. So you 

really can't cal ita failure by comparing 
itto other later game consoles, since each later 
{generaton continuously pushed the bounds of sales 
heights in the market. What is known is that sales in 
1972 drave a un of 130,000 units that year which is a 
lot for new technology in that ime period. 

Remember thisis several years before even the 
‘mast ubiquitous television device of the next two 
decades, VCRs, were even accepted into the home as 
‘well. Combined with the fact ofthe major recessions in 
‘bath the US and UK during the Odyssey’s prime market 
‘years of 1973-1975, the fact that over 320,000 units 
‘wore manufactured dunng that time period oi 
‘a suczessful introduction. Enough so that Magnavox 
had Sanders and Ralph create the folawup Pong-only 
consoles the Odyssey 100 and 200 which it released 

inthe US in the later half of 1976 alongside Atar’s entry 
into home consoles via Sears with its home Pong The 
200 was released in the UK under (then] Magnavox 
‘owner Philips as the Philips Odyssey 200 in 1976, 

Then again, who in 1972 would of thought a it idea 
‘young engineer had in 1981 for gaming ona home 
telewsion set would grow into an over 81.5 bilion dolar 
‘worldwide gaming industry by the end of 2018? 
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FAIRCHILD 


CHANNEL F. 


The Fairchild Channel F is little known to modern gamers, as 
is its inventor Jerry Lawson. Here, Marty Goldberg gives you 
the inside scoop on the console that changed the consumer 
videogame industry for good 


here's no other way to describe the 

Channel F other than a game-changer 

in the consumer videogame console 
justry. 


i 
‘consoles. It seems almost appropriate now that the 


‘company to give most of the world its introduction 
to microprocessor-driven home consoles was a 
‘semiconductor manufacturer. Much like the position 
Apple was in almost three decades later, this 
manufacturer had the capabilities to run all aspects of 


FAIRCHILD CHANNEL F 


FAIRCHILD CHANNEL F 


THE CARTRIDGE FAMILY 


Examining the Videocart design 


“he Chanel Fs cartridges orVideocarts as theyre called, are what the system i mast 

known or. They lok Uke eigh-rack apes, nin fact he way the earvidges inset into 

the font of th consoles very much ke eight-rack tape cartridges. This sary is 

not coineence, and Fairchdeveraged people's airy with the aio 

medium when designing the est cartridge format. fact the syste’: 

‘manual even draws on ths by stating the cart are inserted in “much the 

same way an eght-tack audi cards sit acartidge ape player” 
Ron Sith ithe mechanical design ofthe cartridge and cartidge 

bay onthe system, designing a unique locking mechanism hata nly . 

secures the cartidge and fips open the protective cartridge contact 

cover, but grounds the eartridge frm stat charges on also designed 


2 casate dcktye jet button for safely removing the earidge Bath et 
designs were patented on 23 Aug 1976 
— 6 6] 

ROM chips (he Fairchild 385) that make ptheF8 Microprocessor! i 

Meroconrler setup. Some later cats do add SRAM (State Random 2 oy 

‘Access Memory) . _—_——y ) 
[A Aleom for the frst tie, In these very eary days _stilexvemely new tothe coin-op industy and 8080 that wes going sour Soon, Jeny wes heasing 
before the compary farmaly changed is name to research was pretty much ited to eying to use a brand new videogere division, and wih a sizable 
‘aie, Al was smack in the middle of developing microprocessors to conal pinball macines. Ata time _cseretionary budget he began hiring new personne 
Pong wen Jery came waking into try and sell them when every arcade company was putting out discrete "0 aid in reaching his vision a fly programmable 
Fairchild charactor generators feloone ckcuvy for tochnology videogames, (games that ar buit ently commercial home videogame system eased on the 
puting alphanumeric characters ona screen) A ddh’t out of electron logic excutry) Jerry decided to bul) _Farchid F. 
need the generacor— Nolan's stvngent requirement for fis round a microprocessor. Demolition Derby's point 
Als project to have an extemely small budget forced of org, being Jery’s garage, was aso a traction he Fairchild F8 isan 8 bit microprocessor, 
him to come up witha unique method to generate _ startup location for engineers ofthe tme, something and an interesting one. Unike most 
Pong's onscreen scoring — butita ten Jerry. Jerry also became fanilir with a a member ofthe microprocessors it has no support for an 
Jerry tuned around and decided to develop his own now legendary Homebrew Computer Cli, Using adress bus, The reason? The F8 is actualy 


video arcade game in his garage that he completed. 
by eatly 1975, Demolition Derby. The game, which 
‘made its debut at a pizza place in Campbell, California 
‘was unique in two regards: Firs it was designed by a 
single person. Second; it used one of Farchid's new 
microprocessors, the F8. In fact it was done before 
Miiwaukee, Wisconsin's David Nutting produced what's 
largely considered the frst microprocessor-riven 
arcade game, Midway's Gun Fight. 

Itcan'tbe lost on you, the reader, how important 
this development was. Microprocessors were 


an actual CPU allowed Jerry to program the game 
vs hardwie it, but most importantly it would aso 
Lnknowingly give him and ultimately Fare a head 
start in the consumer arena, 

When Jerry had put his video arcade game test up 
atthe pizza pariour, management at Faechid found 
ut about it. Upset at first with an employee dong a 
project lke this on the side, they changed their minds 
‘Quickly when they realised they could have Jerry take 
‘over from a contract withthe firm Apex, who they had 
designing their own videogame based around the Intel 


Jerry's creative and entrepreneurial juices 
also started young when he started building and 
selling walkie-talkies 


1 microcontroller (a small se-contained computer) 
composed of two chips: a3850 CPU chip and a 
3851 Program Storage Unit (PSU) chip. The CPU, 
with 76 instructions, nandles all the tractional CPU 
‘uncxionaity (including I/O access} with the exception 
of external memory access {it does have 64 bytes of 
RAM directy on it, half of what Atan’s Video Computer 
System would wind up having on its releasel. The PSU 
handles memory access and includes the program 
‘counter, stack counter and 1k of application specific 
ROM. At that time, microprocessor based systems 
required multiple suppor chips that each performed a 
specific function, 50 the abilty to have an entire system 
contained on two chips made it more cost effective 
and very powerful for the tre. 
Because this home game system was going to 
be a consumer device, Jerry knew it was going to be 
very important to have the games reside in removable 
cartiges. To do ths, Jetry was going to have to 
bypass a problem that most kids of today would 
have no clue of foran electronics device: sparks 
and static electricity. Unplugging live circuitry 
risked causing sparks, ana it the user had 
any state olacticty bult up in themsaives 
they could risk destroying the ICs of the 
system. So Jerry's mechanical 
engineers solved the problem, 
sill had to get 


INSIDE THE CONTROLLER 


The inner workings of the Channel F's distinctive joystick 


PLUNGER 

JOYSTICK HANDLE 

‘The Channel Fs conraller handle ic 
‘composed of a unique triangular shape 
Uhat actually makes it easier to grip, 
press, pull ands. Each tips marked R 
oF Ltodenoterght or let player. 


PLUNGER SPRING 
‘The plnger spring creates 2 solid 
png back acton{or all plunging and 
pling motions When fing you get a 
‘much more tactile response than Ataris 
joystek Fre btto. 


ROTATIONAL POT 
AND CONTACTS 


wmRatherthan use an actual 
pot potentometr as paddle 
sgamesof the ted the 
‘controler simulates the 
Same pot functionality by 
Providing two digtal contacts 
that when touched, denote 
turing ght ort. 


DIRECTIONAL 
CONTACT STRIPS 
Digital nate, the 
conrolleuses a Unique 
contact mechaniam that tl 
allows tt rotate for paddle 
Use Four contacts ina square 
surround he stick and seve 
asconiact pontsto denote 
diferent directions, 


CONTROLLER 
CONNECTOR 

whe convolles are 
hardwired the system, 
‘meaning they cn not be 
removedby te owner. 
weve, thei interna plug 
canbe removed or servieng, 
‘The Systems conrlers 
areremovablehowever, 


PUSH/PULL 
CONTACTS 

The controler includes 
conlatefor detecting when 
‘he plunger is ether pushed 
(orfcng or pled (sed for 
unique mation or several 
ther games) 


Communications Commission {FCC — America's 
‘government agency responsible for consumer 
electronics devices certficaton}. Testing on ths alone 
‘was extravagant for the tme because removable 
‘memory deviees hadn't been dene bafore for that 
very reason, and the FCC had to make sue things 
n't soar, surge or even melt. Consequenty, every 
single new cartridge had to be submitted to them for 
testing and in the end each cartridge, the carvidge 
bay and even the console itself had to be encased 
internally with a heavy metal shield to cut down on 
possible interference, Interestingly, it was Jerry and his 
team’s pionaering work that showed Al Alcorn ana his 
Video Computer System team the way past the same 
problems durng tner development. 

“The Channel F's controllers were the next unique 
‘aspect of the console, considering that al other 
‘game consoles ofthe time were paddle based. Jerry 
prototyped a digital controler that functioned as both 
joystick and a padale, giving the Channel F the best 
‘of both worlds - an eight way digital controler in the 
shaoe of a baseless stick with no fie buttons. You 
‘manipulate the controlar by gesturing n any of the 
‘ight axis directions of moving forward or back, rig 
or let, twisting right or laft and puling up or pushing 
down. The last motion is often used for fing within 
games. Jerry’s mechanical engineer, Ron Smith, took it 
from prototype to the final design and industrial design 
‘engineer Nicnolas Tales‘ore created the casing and 
iconic look. 

‘Abusinoss opportunity analysis report given to 
Fairhill on 26 November 1975 gives a rate look at 
the state ofthis pioneering console at that time. It 
‘was prepared by Gene Landrum, a consultant who 


‘also went on to do a similar report for Atari 
‘and the VCS bofore he was hired by Atari and 

led the development of Nolan's Chuck E Cheese 
‘franchise. Int, the consala is stil rafarrad to as tha 
‘Alpex Video Game evan though it had already been 
transferred to the F8, because its stil based around 
the mtia! Avex console design. Likewise, the project 
itself is called ‘STRATOS’ and is described as “an 
electronic Videogame aimed at the consumer hore TV 
aftermarket. It's designed to elminate the possibly 

of game obsolescence through the use of a ‘unique’ 
‘and hopefully patentable earridge technique for adding 
‘adkitional gamas... The main cansola has a three: 


game configuration of ice Hockey, Tennis and Shooting 
Galery. Design provides for more exotic contolers 
such as a keyboard for mathematical, educational 


Because this home game system was going to 
be a consumer device, Jerry knew it was going 
to be very important to have the games reside in 

removable cartridges 


Shesteerseatte 
Chon een 


and gambling 
‘games or steering 
mechanisms for road 
races, tank games, etc” 
‘The entire console was expected 
to_be able to be delivered for a materials 
‘cost of $28.48 and a list price of around $100, and 
Fairchid would nood to soll 12 ~ 18,000 units a month 
that frst year to break even from the develooment and 
startup casts. The report predicted the US videogame 
markt would grow from $112 millon in 1876 to $240 
milion in 1980, and for Fairchild to sell close to milions 
of units by then. 

With the prototype a success with the Faitchild 
brass and the analysis report looking promising, Jerry's 
Indusval design engineer Nicholas F Talesfore began 
work on the casing of the console and cartraiges. 

He came up with a design factor ubiquitous with 
‘mito-ate Severnies entertainment centre decorum: 
faux wood grain and smoked plastic. Combined with 
garish bright yellow cartridges the sizeof eightsrack 
tapes called Videocars, they believed it would fit in 


FAIRCHILD CHANNEL F 


Peter Max and rounding out the presentation of 
‘the system, Instead of the planned three games, two 
‘games are built in to the system: Tennis and Hockey. 


aichid's console was debuted at the 

‘Consumer Electronies Show in Chicago on 

18 June 1976, sending a clear message to 

the press and the industry that the st new 
‘consumer videogame industry had just changed 
games again. Reviews were actualy positive for the 
system, and many began questioning the relevance 
ofthe surplus of new Pong consoles entering the 
‘market at the time. The patent for the cartidge system 
‘was indaad fled for two manths lar, and final FCC 
approval of the unit came trough in October, clearing 
the way for an official launch in Noverber as the 
system hit store shelves at a retal price of $169.95, 
Itmust have been confusing for consumers though 
with the dual name of the system at launch; while the 
box said Channel F, the console had a nameplate with 
Video Entertainment System or VES, Popular myth 
had it that the name was changed with the release of 
‘Azan's Video Computer System (VCS or later known, 
as the 2600) in 197, however that's not tne case. The 
confusion arses that the name changed to Channel F 
|ust before the system began being marketed and sold 
Consequenty, the label bar on the console's storage 
cover was never changed and the launch cartridges 
aiso state simply Fairchild on thery while the outside 
packaging cid state ‘Channel 

Fairchild di a brisk OEM business for European 
companies over the next several years as the console 
‘was released throughout Eutope as the Saba Videoplay 
(Germany, ITT Telematch (Germany}, Normende 
Telepiay (Germany), Adan Grandstand (UK), Barco 
Challenger (Belgium), Dumont Videoplay (Italy) and 
Luxor Video Entertainment System (Sweden) 
Unfortunately, compared to Atar’s games on its new 

Video Computer System (which were mostly ports of its 
‘own coin-op games), the value and fun play just wasn't 
thera, Faichidroteasod only 21 games bofora it decided 
te get out of the business. Eleconies company Zircon 
_yaund up burying up the remaining stock ineuaing the 
betly released costreduced Channel F System Il, Zrcon 
reveleased the Channel F System I tothe early Eighties 
videogarne market along with ive new caridges and 
an ad campaign featuring Miton Bere, but the system 
tlt fare well and Jery's legacy faded to obscurity 
Jerry himseif remained relatively unknown unt beng 
reiscovered during the early 21st Century, when he 
started making appearances at gaming conventions. 
He finaly received the recognition he deserved when 
he was recognised by the industry at the intematonal 
Game Developers Associaton conference in San 
Frane'sco, passing away only a month later on 
9 April 2011, 


‘A special thanks to Jeffery Koss. 
for the photographs used in 
this feature, 


computer system” 


CHANCES ARE THAT YOU OWNED THE ATARI 2600 — THE 
BEHEMOTH OF THE GAMING INDUSTRY FROM THE GENIUS 
THAT IS NOLAN BUSHNELL AND A LEGEND IN ITS OWN RIGHT. 
THE 2600 WAS TO BECOME AN OVERNIGHT SENSATION, AND 
FORGED MILLIONS OF MINDS TO THE WONDROUS BEAUTY OF 
VIDEOGAMES AS DETAILED IN THIS SPECIAL RETROSPECTIVE... 


o this day the Atari 2600 VCS (vdeo Origins 
ccmputer system) ia gaming Prof Ar xe fom 
phenamenon, which, inthe late Seventies, “nei temoris ast board 
{wees multinllionedollor industry wath mca. wnenticn Bae 
+ 30 million consoles sold werkdwide . 
hundreds of milions of cartridges 
produced over three decades. Quit was designed by George Opperman 
videogaring forthe messes on an affordtie but pos See eran 
todays vdeogaring indstty which is mex prot than sage Wea mort 
fro ond rust nds caibned might have been ad Cemmechia hep carinte 
story. Whereas the 2600 was revolutionary to the videagaming meddle. Got that? As fr classic 2600 
word in terms ofits werld dorinance and game eatalogua, tse at we ve aya you 
‘was also built to last ~a gaming equivalan: of a Swedish log ereen stack Aventure, A 
abn, eary models resembled aminvPanzrkampiwagen Sat Son Pt Yas Rew, 
‘wth wood paneling nthe sv of Staton Wagon 
pelvatetss, Gno'wekat that shal vain anorimcts 
210 provides son how to conver the indest 
oysck it a viratng sex toy to appease the 
rand he cuaty of buds someting that 
‘German enghoors weuid have boon eu of 
Vor sprung durch tcrique Ar 
Ih 1872, Bushnel, Tod Dabney and A Alcor 
set up shop wih Ain Comput and th 
rests a thoy ay, To Yrs et 
‘te teased Hore Pong ant was a huge 
sexces, harks to Seas markating campaign 
era tho gris f Busha, ho wast bosom lh 
Ray Winstone ofthe gern wert infvences bythe 
Channel eonolo—the wer rst electron system 
tbuse armorocnp— Ata folowed sut 1977 wth the 
2600 VES that was complomonted by nine cargo games, 
including Outaw, Space War and Breakout Tho 2600 was 0 be 
creving god aes lend hes it tat demand ves so great over the 


‘synthesis asthe 2600 aso hac 


ovate ase ro stn 
seni ges At 

ase wy etn ent 
nergourd banter 


tana gst 


yistmas fost ives helped man the produetion 
lines so thatthe public's hunger forthe video sensation was savstiad, 


‘bought Atari and Bushnell left the company in search of ot 
cchalenges by buying Pizza Teme Theatre. A year late, and with more 
financial backing to boost devel software and marketing, 
the 2600 was graced with a further 12 games, but stiff competition 
in tho sha Magnavox Odyssey 2 and the Mattel Intolivision 
the latter being the w 
aly. The Into 


graphics pov 
cme say, has only been surpassed by Nintendo's 
2s @ keyboard and vo 
on may have stomped in the 
a short period of time, Matte’s 
ine had shifted over 4 milion units: something had 
be done before the 2600 would be superseded by the opposition, 
vor came in 198 jaming smash hit from Japan 
raders. Th proved to be 


in gaming history, Asteroids and Lunar Lander 
videogames to be registered in the US copyright office. The face of 
videogaring was changing rapidly - everyone wanted a piece 
action and things were going to get real ugly. 
Four d'sgruntiod Atari employees loft the company to form 
tivision ~a thc party outfit to drag from the coat t 


fer, and Atan 
that other parties were taking a soe ofthe ple and pre 
The giant cash cow thal was Alari was forced to resign to 
other companies could release their ov 
ble with the 2600, and A 
one year alone. 1981 was to be a gaming duel between the Atari 
and the inelvsion ~ in playgrounds across America, 
schoolboys system was superior 
na battle of ation, Lika 


anya genes ethos thrives rd sitiends the Nar 2807s veer at 


Theva PGs atnasded anand ee, 


the confrontation between VHS and Betamax inthe early 
Eighties, tar had the edge due to market dominance. 

“To boat the stranglehold of the 2600 in the markotplaca, Coleco 
believed that a graphically advanced machine would beat the 
ageing Atari and released the Colecovision in 1982. In response, 
‘Acai launcived the 5200 -@ more powerful machine on terms 
‘with Coleco's — and lowered the cost of the 2600 by a hundred 
bucks. Once again, Atari ruled the roost, and its dominance was 
assured as the Colecovision went the same way as the Intellvision 
‘and Arcadia released the Superchargor: a devieo that played 
games on an audio cassette and alowed multiioads. A stow of 
thir-party companies gave the Atari a vote of confidence and 
joined the fay as CBS, 20th Century Fox, Tigenision and many 
more ~ even X-rated games were avaiable for the more mature 
gamer via Mystique ~so long 3s Atari wes presented with a 
percentage of the profits, Sales were strong, despite the 2600's 
‘age, and more games were reloased such as Pac-Man and ET, 
Which were eical and commercial disasters. An urban myth stat 
that the movie stucio behind ET gave Atari loss than two months 
10 pian, develoo and cistribute the 2600 game in time to hit the 
US theatrical release. Only racentiy have the software doveloper 
«and movie studio not been at loggerheads when it comes to 
film game adaptations, and, predictably, with such unrealistic 
delivery deadines, ET was rushed end proved ta be a satisfactory 
videogame: sales were so low that rumiours surfaced of a milion 
cartridge units being buried ina lanafl in the Nevada desert. 

ILwas the beginning of the end: there were too many games 
‘to meet demand, thic-party companies began to fold, and the 
‘gaming crash was in full swing, Desporata times demand 
desparate measures, and to compensate for the severe lack 
cof sales, Atari reduced the 2600 to $40 in 1984 and had 
announced the release of the 7800 and a more 
sophisticated 2600 with better 
‘raphics. This suggested 


tend was nigh for videogames, and that the fad had passed, 
‘Warner Communications sold its home videogame division 
‘of Atari to Jack Tramiel, who believed that home comouters 
‘would replace consoles. Tramiel snuffed out all new Ata 
releases and pul an emohas's on the Commodore 64. 

Financial experts precicted that the videogame industry 
was kaput, the bubble had burst and that the future for 
home entertainment relied on home computers, as a new gaming 
conflict commenced between the Sinckar Spectrum, Commadore 
64, Dragon 32 and others. However, in 1986, Nintendo surprised 
‘everyone with the release of the NES console, which was a US 
sales bitzkriag — every kid wanted one! Sensing that thare was mere 
life in the old dog, Atari than sold the newly designed 2600 as the 
‘Ataf 2600 Jr for less than £0 dolar, 2s wel as the 7800 that had 
‘been gathering dustin storage for over a year. Videogames were, 
‘once again the big thing, and in 1987 Atari released Jr Pac-Man and 
sub-leensed a number of established games from other companies, 
such as the wonderful Donkey Kong —a tile that allowed the 2600 to 
print money. As 1987 had passad, Atari executives realised that the 
2600 was coming tothe and ofits natural shet Me: an astor’shing 
‘achievement for a gaming machine over ton years old as well as 
having to compete with more advanced systems. Nolan Bushnell 
‘was retired by Atan, which then manufactured a small number of 
titles, including Secret Quest, as a final swan-song to @ console cassic 
and as a way of squeezing the last fistful of cents from the machin. 
By 1989, the production lines for the 2600 finally ground toa halt as 
the final units were shined across the US, although foreign sales 
‘and distribution continued for a short poriod of tm, It was time for 
the 2600 to thaw in the towel rave and look back at what it had 
‘achieved through gaming history 

If it wasn't fr the 2600 and its impact on the videogame industry, 
‘what we take for granted today might have had been very diferent, 
especialy if Jack Tramiel had his way. The 2600 was a high-quality 
machine with an incredible ange of gavies to choose from, and a 
genres were catered for— from educational titles to arcade, puzze 
‘and strategy — and avaiable in spades. And the retto gaming rebellion 
has sparked new life into the 2600 as hobbyists collect and sell the 
console and cartridges al over the world as well as Jakks Pactfe's 
fabulous TV Games Atar joystick that features a selection of great 
games such as Missie Command and Scramble ~ and haw goad is 
that? And besides, with a modern-day game that comes complete 


‘with a manual the size of the Yellow Pages and a learning curve that 
wil consume the best part of your life, you reaky can't go wrong with 
the Ata’ pick up and play nature. 


ATARI 2600 


‘The 26004 te compacs 
sang fg nagegmchine t 
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Close but no cigar 
Sadi, a numberof tas forthe 2600 
ever san tne ight of do and wre 
to become arete garg ryth The 
‘asic esoe sk ck Debbie 
Doos Dale, ns announced 1982 
by American Mutile Systems but 
‘was cannes before competion, 
tne can any wonder wha the 
‘gameplay would have been ke 
avs ben sent fo 
mpson Deca 
"wage. The cult comedy 
‘awe Aiplane! ws alo cannon 
ewes 2.99 Somber, whieh might 
rave Deer given the onporunty 
‘arpa ta and Alghanstan, 
‘Gne came hat defray deserved 
‘nave beon elessea‘vias Mack 
(Gt The Baby Sess cute poss 
fa stheck B mavie nonar ie but 
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popular rom laws, Buch Casscy 
feet The Sundance Kel MASH, 
Magnum Pian Pery’s one ator 
“wher the rmova's tative 
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PERFECT TENGAMES 


The Atari 2600, or VCS as it was more commonly known, has a huge catalogue of games, and we've had a hard time nailing 
down just ten of our favourites. Before you write in, though, any top ten is going to be entirely subjective and, of course, open 
to violent debate, and that's what this handbook is all about: like-minded gamers indulging in sheer nostalgia. Bring it on 
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SPACE INVADERS 
Seer 
eee 


RIVER RAID 
RELEASED: 14 
» PUBLISHED Y: ACTIVISION 
CREATED BY CAROLS 


» BY THE SAME DEVELOPER: MAZE CRAZT 
Don'tbe fooled by the ancient-looking visuals. 
‘Space Invaders was one of the earliest ‘killer apps’ 

and proved a massive hit when it was firs released. 

'tmay not be arcade perect~there wore enly 36 on 
screen invaders compared to the arcades 55 ~ but Space 
irvades had olenty of aferent options. 112, fact, whieh 

‘was a staggering number atthe toe and great enanced 

‘hat was ateady a great garne, Moving shes, 2928099 

bombs, nvsble vader, two pavers on-screen at once, 

uted missies.. The Ist was vitualy enless, you dent 
have a copy o Space Invaers in your colecton then you 
ching your VCS a huge essence 


BERSERK ADVENTURE 


> BY THE SAME DEVELOPER, 30 ITH 


(OE, CHECKERS, POLO 
River Raid was a huge departure for Carol Shaw, 
especially when you consider that the majority 

of her previous VCS games had been based on simple 

parlour games. 

‘The neverending river you flow up was filed witha 
vay of dangerous hazards, an the futher you made it up 
the ter, the more dangerous the challenge became, We 
ticn'tmind, though, as tlooked amazng. Not only were 
You up against dangerous opponents, you also had a ited 
amount of fuel» worry about which became scarer 
and scarcer a the game progressed, A cassc shooter no 
collector sould be without, 


MS PAC-MAN 


» RELEASED: 82 2» RELEASED: 178 RELEASED: i 
» PUBLISHED BY; ATA » PUBLISHED BY ATA! » PUBLISHED BY: ATA 
>» CREATED BY: AVHTCHNS » CREATED BY: WARREN ROBINETT » CREATED BY: WKE HOROWITZ, 
» BY THE SAME DEVELOPER, » BY THE SAME DEVELOPER: JOSALITTLEPELD 
SSNORDQLEST EARTHDALD MAZESLOTRACER > BY THESAME DEVELOPER: NA 
Like many 2600 arcade ‘Adventure is perhaps one of, Even the most avid 2600, 
conversions, Berzerk wasn't the crudestooking games ‘owner will tell you that 
perfect. For start’, the voice ‘on the 2600, Your lead character ‘Atari's original Pac-Man was an 
synthesis fom be acage game ‘was nothing more than a sirele piel appalling eenversion. Tho garno 
‘was nawhere tobe seen —athough boek, many of the roams to expire had obvously boon rushed, and 
ths was laler added in an enhanced ‘were Sparse even by VES standard, cisgrurles gamers poured som 
version andthe graphics gave the and the loss 8 about the dragons non Ata ati nad abviousy heen 
game a more caustophobic fel ban the betto: [stoning though, as Ms Pac-Man 
'is arcade parent and tha enemies Noverthaoss it was one ofthe was a hugs improvement White the 
cout fre dagonaly, thus making it most involving tes avaible for visuals worent arcade pertct, ty 
‘easier to ply. Despite these riggs, Atari's frst console. With a sale captured the sit of the orignal 
ireerans a great conversion, rainy premise = retuna stolen chalice to and tis tre araund the man 
because ofits spite garneniay cast and some great gameplay aracter actually looked Ike ha 
and sold eentols, Negotatg the mechanics ~ several tems can be arcade counterpart Addin sooton 
‘mazes took steady nerves anlar picked uo along the way to help contol, faithful sound effects and 
amount of patence and strategy. your progress ~ Adventure remains rear periect garnoolay tat perfect 
Yyoulte a fan of shooters, ack ths 2 landmark tie and an essential rmimisked the arcade game an 
down as cuick as possible ation to your VCS liar, Ms Pac Man success was assured 
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HERO. DEFENDER II 


PITAFALL! Il: 


1» RELEASED: 1784 » RELEASED: 1982 LOST CAVERNS 

>» PUBLISHED BY ACTSION » PUBLISHED BY: ATARL » RELEASED. 164, 

>» CREATED BY: JOHN VANRVaN >» CREATED BY: 0: ASPROMONTE SCR eS 

» BY THE SAME DEVELOPER. > BY THE SAME DEVELOPER, > EREATED BY: DAVOCRANE 
FighoRNET cosMccOMMITER MULPEDE PENGO 


Activision certainly churned 
‘out some quality titles for 


‘no exception Taking conto of 


your propelor backpack to venture ‘which was a pretty poor conversion, 


typical of many Activision ites 
in that it was very polished and 
featured some sold gare 
While tne 

to speak 


3 no actual mus 
re aweath 


{tis also known) is another 
the Atari 2600, and HERO, was ‘great areade conversion for the 

2600 and a damn fine shooter to 
oder Hato, te arm was 0 use boot. Unike th 


ignal Defender, 


the 20 dangerous mines and its seque! at everything 
rescue all the miners. HERO, was ‘and festured visuals that 
extremely reminiscent ofthe 
hit. The action was fast and furious, 
ay. spre fickerng was kept toa bare 
minimum, and thare were plant of 
meaty sound fects o arioy. Ad 
that realy addeet in she fact tat rane af the orginal 


> BY THE SAME DEVELOPER, 
CANTO BOMBER oHOSTRUSTERS 


While the original Pitfall 
is still a fantastic game 
we constantly find ourselves 
returning to its superior sequel 
whenever we fancy participating 
in some jungle anties. Thanks 
to the cartidge containng its own 
chipset, the visuals in fall! I were 
very advanced for thei ne enc 
\were complemented by an extremely 
smpressve soundtrack mned, 
technical Piva! Il remains ane of 
the bostlockng and sounding games 


le 


jetpack ensured that every gare covtanly deserves a speci pce drpaebied epee te bea, 
remained a challenge. Great stuff. your collection. pee Eitan Sti be Sais 


ICE HOCKEY 


» RELEASED: 191 

> PUBLISHED BY ACTWISN 

>» CREATED BY, AL ANMILLER 

> BY THE SAME DEVELOPER: BASAEIBALL CHASE AOBOTTANK 
There were plenty of sports titles available on 
the Atari VCS, but few came close to the 

greatness of Alan Miller's excellent lee Hockey. 

I's ony two-on two, and the graphics were rather 
‘pls to say the leat, but rane ofthat mates in tho 
slightest a the al-enpoctant gametlay more than delivered. 
‘You had a surprisng amount of contol over both your 
players, the acton wes fast and uous and, ence you got 

you could pul off shots from a variety of 
tifforont anges. It was even possi to check opponents 
and sond thom crashing tthe flor you coud’ regain 

tuck. Anotee great ttle frm Action that 
‘needs to be oved. 


THRUST 

> RELEASED: 2000 

> PUBLISHED BY: xNPE 

> CREATED BY; THOMAS JENTZSC: 

> BY THE SAME DEVELOPER: JAMMED STARFIRE SI000S 


Jentzsch’s Thrust remains one of our favourites and 
“shows off ust what Atari's console can be cap: 
of nthe right hands. twas a great converson ofthe 
‘orginal Commodore 64 classe an feauted sore vory 
impressive visuals anda eal sense of neta thal made it 2 
joy lo ply. There was some fantastiealy smoath sealing an 
lsplay and the conials themselves wore supers, meaning 
that you'd nove tame thom wen you inevlably cashed 
in the desolate landscape, Dent tun your nose up atts 
homebrew status. Trust was a superb ile forthe 2600 
and saserves ta be played 


o 
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INTELLILISION 


INTELLIVISION 


WITH ITS CUTTING-EDGE GRAPHICS AND SOUND, THE INTELLIVISION WAS THE 
WORLD'S FIRST 16-BIT GAMING CONSOLE AND WORTHY SUCCESSOR TO THE 
ATARI 2600. ARMED WITH THE GREATEST CONTROLLER EVER, IT TOOK THE 
_ WORLD BY STORM, AS FEW DICTATORS COULD HAVE ONLY DREAMED. WE 
EXPLAIN ITS TURBULENT AND CONVOLUTED HISTORY, THE UPS AND DOWNS, 
ITS BATTLES WON AND LOST IN A COLOURFUL RETROSPECTIVE DEDICATED 
TO THE MEMORY OF THE MIGHTY INTELLIVISION 


he Intellivision: it epitomised cool elegance and 
sophistication during the maelstrom days of the 
videogame revolution in the early Eighties when the 
gold-disked beauty slogged it out with the mass- 
marketed Atari 2600. 
ina David and Golath scenario, the Intelvision came 
armed with more than a slingshot, t was the world’ frst 16-bit gaming 
console with a voice synthesizer box and kit allowing it to mutate into 
‘a hame computer and musie studio, It aise had a wondrous convoter; 
tha best the world has ever sean, Unike the 2600 with a woefully 
unresponsive pillbox and da button as a joystick, the Intalivision 
came with two keypads that moulded the hand and fingers better 
than James Wood's bionic-cancer gun in Videodrome (1983). Not 
only did the controller have @ number pad and plastic interchangeable 
overlay, the gaming disc featured 16 positions compared to the 2600's, 
sight, As controllers go, it was sheer gaming nirvana that alowed 
precise and graceful play 
‘The majority of the games were light years ahead of the compesition: Utopia 
was one of the first ‘god’ games; B-17 Bomber with the Intelivoice offered 
heart pounding missions to the heart of the Thitd Raich, dodging flax and enemy 
fighters; Mountain Madness: Super Pro Skiing was blistering racing where 
‘opponents slammed into trees; Auto Racing also had a cameo in TV series Knight ‘Memory: 7k intemal ROM, 
Rider; and Advanced Dungeons & Dragons: Cloudy Mountain would see foolhardy RAM and /O structures, 
adventurers losing ther bowels and being rippad to bts. And there were dodgy remaining 64k acess 
thire-party games such as The Texas Chainsaw Massacre and the saucy XXX romp space avalabie for external 
Custer’s Revenge, for the mare adult-oriented gamer. However, such luxury and programs/256-by8 bul static 
refinement came ata price when the Intelvision was released in 1880: a hefty RAM chip (147 bytes optimised 
£150/$200 (£494/$800 in today's money/. But it was worth every cant to have {or gameplay}, 1,325 bytes of 
‘a console with the cutting-edge style and polished power of, say, Alain Delon, RAM; 7168 bytes of ROM, 
‘compared to the Ata Vinnie Jones. Controls: Two hand controllers 
‘The Imtalvsion’s roots stretch back to 1977, when Matta! introduced one of ‘2 bun aris koypadd 
the world's first handheld videogames, and the same year Atari released the bis ge lays, eect 
VCS, better known as the 2600, In 1978, Mattel began work on the Intelivsion Tiueent dee 
in California, and a year later, the console was test-narketed with four games. 
‘The response to the Atar's new challenger was promising, and the Intevision Sou Sound generar 
sold throughout the US, with 18 titles reaching sales of 175,000 units. Another Sapebte ot prochning sree: 
‘competitor to the Involvision and 2600 was the &-bit Philips Videopac G7000 part harmony. 
that featured an alphabetical keyboard. Despite seling farty well, shifting over Colour: 64 program-defined 
a milion units in the US alone throughout the early Eighties, the console was S-by-8 images; 160 pixels wide 
doomed due to a severe lack of third-party support. One of the G7000's better by 196 pivols high 
tiles was Satelite Attack, seen to good effect in the violent cop flick Order Video Resolution: 192 
(Of Death (1982), where Harvey Keitel slums it with video junkie ard psycho vertical by 160 horizontal 
John Lydon aka Johnny Rotter, Picture elements. 


COMMUNITY intevuivision sites To waTcH 
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5 To satisfy demand as well as the R&D of new tiles, Mattel 
hired top programmars who shakered behind the veil of the Blue 
Sky Rangers in a bid to stop Atari poaching the cream of its talent. 
With the Intelivision forfied with the best programmers, artists 
‘and the cash cow that was Mattel Electronics, the videogame war 
with the Atari 2600 was going to get real ugly. 

In 1981, Mattel invested $6 milion in a national ad campaign in 
direct competition to Atari that compared the graphic power of the 
Inelvision to the 2600. For the first time in gaming history, the 
media was whipped into a frenzy, predicting 2 bitter war between 
the two gants, and despite being twice as expensive as the 2600, 
the Intelivision sald aver 860,000 units In what was to be the 
Intalvision’s finest hour in an industry now valued at $1.5 billon, 
Mattel announced a staggering $10,000,000 profit in 1982. A 
number of the most popular gaming cartridges sold over a milion 
Units and Activision, Imagic end Atari developed their own software 
for the system, all eager to get a piece of the action. 

With 60 tities to go with the system, the Intellvoice was 
roloasad with throe games: B-17 Bomber, Space Spartans 
‘and Bomb Squad. A revolution in videogaming, the intelivoice 
orchestrated limited but effectve speech samping that could 
enhance atmospherics. However, despite positive reviews, the 
Intetivoice bombed, with only 300,000 units sold, the remainder 
gathering dustin warehouses. The fourth tite, Tron: Solar Salle, 
only shifted 90,000 copies and other voice-enhanced games in 
development such as Space Shuttle, Magic Carousel, Convoy and 
Quest —a promising Dungeons & Dragons title — rotted in limbo 
‘when the Intalivoice was quietly buried in August 1983. With a 
$20 milion ad campaign starring actor Henry Thomas fresh from 
Steven Spielberg's E:T. (1982), Mattel promoted its latest gadget 
the computer keyboard, 

Released in lmted numbers at a whapoing $600, it was 
powered by 64-bit technology and a secondary CPU when 
ost home computers of the period could only muster 4k to 
16k of number-crunching power, With a builtin cassette drive 
‘and optional connection for a printer, the Intellivision was more 
than a gaming console -a fuly functional home computer. An 
ambitious but expensive entorprise, the keyboard falod to enthuse 
the imagination of the public ~ the keyboard, console and games, 
fetched over $4,000 in a recent eBay auction ~ and Mattal 
concentrated an gaming software, hiring over 100 staft. At the 
tend of the year, the console was released in Japan ty Bandai and 
‘worldwide Christmas sales were strong, despite competition from 
the new ColecoVision. Sadly, the Intelivision’s popularity with 
masses Was to wane as a gaming depression loomed — the market 
\was saturated with product and there were not enough sales going 
round for all the companies to survive, The Intolivision’s salad days 

In 1983, the gold and wood grain intolivision was superseded 
by a slock $150 light grey model in a bid to attract sales ~ the 
Intelivison I, Also, the ECS {Entertainment Computer System! hit 
the shelves. An inexoensive alternative to the computer <eyboard, 
it was limited to @ 2k expansion, but the ECS could also be used 
as a music device with the 49-key synthesizer, gamers could 
now became budding New Romantics. Yet the ECS was doomed 
when the Mattel fat cats decided to throw thelr bucks at gaming 
software and canned what was a novel pioco of equipment. 
‘Towards the year's end, 100 intelivision games were produced and 
‘the System Changer modula, a cheeky 2600 clone that used the 
Intelvision for its power, alowed Atan games to be played 


Programmer Ray Kaestner, who originally worked on Quest, 
wrote the code for what is considered a perfect port of the arcade 
version of Burger Time in five months. A gaming device way 

‘ahead of its time was the PlayCable, an adapter that plugged in the 


cartridge slot ofthe Intelvsion. For $5 a month, it allowed up 10 
20 games to be downloaded via cable and stored on the machine's 
RAM. Each month, the games would be rotated and overlays and. 
‘gaming instructions would be sent to subscnbers. However, the 
PlayCable could not store larger games due to its imited memory 
and, although popular in the areas that provided the service, it was 
discontinued in 1983. The year also saw the introduction of the 
‘Atari $200 and the Vectrex, and as games flooded the market, 

the Intelvsion’s days as the numoro une were numbered, As a 
consequence of mass product avaiiabilty and competition coupled 
vyath limited market interest, the industry panicked and collapsed, 
‘Smaller companies threw in the towel and the big bays tightened 
their purse strings. The Intetivison Il was sold off for $69 and 
Mattel sacked two-thirds of its programming staff with a record loss 
‘of $300 milfon, Suffice to say, plans for the Intellivision IV Master 
Component with 3 graphics and modem that let two players 
‘engage together over a phone ine were canned. 

In 1984, Mattel shut the doors on its gaming business and sold 
tho Intolivision to INTV Corp, which continued to flog the console 
although the videogame industry was at that time presumed dead 
in the water. As stock ded up, the company produced the INTV 
System Ill in 1985, which was, in essence, the original Intlivision, 
sometimes sold as the Suner Pro System. The NES was released 
in the mid-Eightes and its success convinced INTV to hire former 
Intelivision staff to complete unfinished Mattel games, as well as, 
repuilish older but popular titles, With sales of 10,000 to 20,000, 
Units, tumover was low but profitable as INTV was a barebones 
‘operation, As the Atari 7800 and the &-bit Master System salos 
proved encouraging, INTV announced the INTV Sysiem IV, but it 
‘was navar ralaased, Based on the intelivsion Il Master Component 
from 1983, which was also unraleased, the Systom IV was 
rushed into development to compete with the ColecoVision wth 
high-resolution games {820x182 pixels) and a builtin Intelvoice. In 
1988, the writing was on the wall for the ageing Intellivision, Stores 
ceased trading with INTV and the company developed software 
for the NES, finaly filing for bankruptcy in 1990, its remaining stock 
‘dumped in cheap stores such as Tandy/Radio Shack 


© But the Intellivision refused to die and it ives on. The original 
Blue Sky Rangers, pioneered by Keth Robinson, formed intelivision 
Lives in 1885, and the former Mattel Electronics boffins and 
programmers obtained exclusive rights to the console and its entire 
‘catalogue of games. Due to pubic demand for retro gaming in an 
‘age where modem games are coated in high-gloss graohics but 
suffocate in a vacuum of zere gameplay, there is a growing trend for 
Intetivision software from veteran players to noobs alike, altracted 
tw the system's simple yet accessible ttles, Thanks to Intelivision 
Lives, PC and Mac emulated versions of games are marketed, as 
are games for mobile phones published by THO Wireless. Directo 
TV unas and greatest hits packagas, T-shirts and mugs brandishing 
the Intelvsion logo of choice are availabe, as is intelivsion In Hi-F, 
‘a CD af the catchiest tunes from the games. So now there's no 
‘excuse nol to whistle along to the insanely infectious score to Snafu 
while zipping down the motorway. 

Indeed, in its three decades of gaming populaily the Intelivision 
remains true to its core: intelligent television. With over 125 titles 
produced and about 3.5 millon consoles sold, the Intalivision 
‘continues to draw a wealth of gamers attracted to the brand, the 
games and its components that pushed technological boundaries 
from a gaming machine to one of an advancad heme computer. 
‘And where the competition has now been buried under the sands 
of time, the future of the Intelvision is bright and cheerful. And, 
as the strap ine forthe Intelivision Lives website siales bold and 
proud: ‘Blocky afte all these years’ Yeah, baby. You had better 
believe it! 


INTELLILISION 


WWLELVISION 


COMBINED): 
‘Memory: 16k RAM resident 
{10 bit) words memory can be 
‘expanded to more than 1,000 
8k pages (8 megabytes) 
Keyboard: 60-key typewnter 
keyooerd. 

‘Tape Cassette Drive: 

Built completely computer 
controled. Records/slays 

two digital and two audio 
tracks in one direction, 30 
minutes of program material 
and data storage. 

Video Resolution: Standard 
192 vertical picture by 160 
horizontal elements. High 
resolution alphanumeres: 24 
nas of 40 characters. 
Expandabilty: Two parallel 
peripheral /O expansion ports, 
\which alow addition of external 
memory, peripherals, plus 
‘acoass to CPU bus, 

Potential Peripherals: 
Telephone modem, voice 
‘symtheszr and printer. 
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INTELLIVISION 
PERFECT TEN GAMES 


Sleek, styish and with those innovative-looking controllers, Mattes Intelivision 
proved more than a match for Atari's 2600. Supported by a host of great games, it 


38 


was rather tricky choosing our ten favourites. 


B-17 BOMBER 

» RELEASED: 182 

» PUBLISHED BY; MATTEL ELECTRONICS 
» CREATED BY: VATTEL 


DINER 

» RELEASED. 187 

» PUBLISHED 8: INTV CORPORATION 
>» CREATED BY: REALTIVE 


> BY THE SAME DEVELOPER, ASTROSMASH 


(0 Armternest tts game, the oe. 8-17 Bomber 
has you playing the role ofa steadfast pilot 
Whose job it isto take out various Nazi targets across 
‘mainland Europe by ~ ironically - waving a black 
cross over them and pressing a button to release your 
bombs. Yes, he ides of B17 Bomber mignt sound sly and 
sirolst, but the gare was prety innovative for ts 
ay, and it does look oo shabby ether, The most novel 
aspects of B-17 Bomber are tre mute camera angles 
that could be accessed! ritanty by turing th aa, an the 
seary inhuman wamings that crackled for the intelivision’s 
pane-destoying voice Bex peripheral tht wamed you ot 


> BY THE SAME DEVELOPER. [ov 


(22 Thetaivson renowned forts appetite fr 
tasty arcade conversions, and while Burger Time 
an stand tall ax one ofits tastiest looking, feeling 
and... uh... sounding, Diner ~ it’s Intell-exclusive 
unofficial sequel ~just edges its way onto this ist 
‘Smaoth feeing and gorgeous looking, hanks tts brant 
aux3D look, Drer had you help something tat looks ike 
the Pilsbury Doughooy make a sub by kicong thngs that 
ae tere 0 28 Food Ballito a large rol atthe nase ct 
the sowon, To make sandwich prepping more hazardous, 
you aso nado voi the cathy oven of rankfuter guys 
anrrated bananas and rity cappucenos ~or ae they ale 


Upcoming hazaris and targes that you had to eatieate ankarls?—by penpering therm with pepper Saray 
» RELEASED: 83 » RELEASED: 1982 RELEASED: i) 
» PUBLISHED BY; COLECO > PUBLISHED BY MATTEL » PUBLISHED BY: PARAER AROS 
» CREATED BY: NINTENDO ONS, » CREATED BY: GOTTLIES 
» BY THE SAME DEVELOPER, > GREATED BY MATTEL » BY THE SAME DEVELOPER, 
DDONKEYKONG >» BY THE SAME DEVELOPER: EACIOR 
(03 Sienthat he ntusion HORRORTILE (5 fetarende ates i 
version of Donkey Kong was ‘This clone of Pac-Man is Is probably as good as it got 
brillant, far better than forthe Intellivision, and th 
‘the atrocious 2600 port. Now i's cause Obert 
important to mersion that Look 'N for the machine. 


iNtbe unt to Chase sn't necessariy better than is fals and 
say that thece wasnt fot ing Pac-Man out provides a novel twist riggles— Ike forcing you tress the 
on this game being anything cher fon the gameplay ethos andit was reset buon every time a game ends 
than another boroned assassination nave fo the machine, too, Lack'N wat’ here looks, feels and plays 2 
atternot Supassing the original Chase nas you playing a colour lot he the arcade machine. Exceling 
in every way, DK Jr's a colourful bankerotbing tomato who must in Ye auc and visual department, 
and smooth Ine tie that shows avoid capture by a patoling grou of fan ofthe avcode wit core to 
what the machine is capable 0" So primarycolewed police. isa tle sopreciate how Parker came to 
<Jumeman ings xe a Smut, Korg mare caustoahoie than Pa: Man wholesale neaty a of the ements 
ike Swamp Thing andl DK J that and feels mor franc, but Sand enemies for the arcade gare 
reunkey’ from Johnny Vegas's acs, evasion easier youhad the advantage for this home post we somehow 
‘out nonetheless there's sti some cf being able to close doors behind rat mating the game look Ko a 


‘aihul arcade gameplay tobe found ow de 
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MICROSURGEON 

» RELEASED: 12 

>» PUBLISHED BY: MAGIC 

» CREATED BY Moe 

» BY THE SAME DEVELOPER: 
IeETREK 


BUMP ‘N’ JUMP. 


» RELEASED: 182 
2 PUBLISHED BY MATTEL ELECTRONS 
» CREATED BY DITAEAST 
» BY THE SAME DEVELOPER: 
RNGKING 
Avothae spelty aeaee 
‘conversion that might 
look a litle incredulous, butt 
somehow remains pretty faithful 
‘to the original, Gorgocuslookng machine, Tne fst ting hat sve 
and grea fun, Bump Ndr {you about Dracula is naw greatit 
‘sa colourful rot of racing looks; the second is haw much depth 
‘The game has you buming anc ‘andinteacton ther is. The dea is 
jumping onto opposing cars, clearng simple: you play tha tla Price of 
‘overpasses in the rack and akg Darkness and must avis a bting by 
in some inerecbly sunrylocking patoling werewolves and gorge on ply a tiny arabe seeing through 
\sual that change wth the seasons nen of tovnsfalkwefore sunrse, gas acid ans exgans to repel 
to rescue your kdhapred gal. The You could tun youself ntoabat, tun fect 


DRACULA 


» RELEASED: 18 
» PUBLISHED BY: MAGIC 
» CREATED BY: MAGIC 
>» BYTHE SAME DEVELOPER: 
‘SWORESRNDSERPENTS 
We admit this isn't one 
of the best games on the 
‘machine, but for its day twas 
certainly postmodem. Tis hdeous 
Screenshot is how youd look had 
you played the part of Jennifer Jasan 
sigh n The Hiner I's your ternal 
cergans soloed haf and parted in 
the style of Picasso, aa it provided 
the ackirap for Micosurgeon. You 


‘Okay, here's another game 
‘that makes it onto our 

list because it's wellloved by 

collectors and is exclusive to the 
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DEMON ATTACK 


» RELEASED: 178 
> PUBLISHED BY: WAGE 
CREATED BY, MAGIC 
> BY THE SAME DEVELOPER. SECIACKER 
This was a really dificult decision; t was a toss- 
up between this and Defender Bath aro fantasie 
gras, bth ea shred ino tne Alar ports - especialy 
Defender But, Derran Attack just ppt othe past. Why? 
Wal ust ook at's & beaut looking version, thas 
etaled aackdrop graphics af the mocn's suzlace and the 
Earth nthe distance, gvng us a rice reminder of what it 
is wo'e actually fgnting for The most notable extra tho 
intolvision port had over Uo Atari version, however, was 
‘he inclusion ofthe arcade gare’ impressive mothership, 
2 gargantuan, demonic leoking base that manages to 
‘moter haf of the sereen. Ir graves an ope oe to opal 
and looked amazing, 


rnpicatod here, but what 
thew i is presented brillant 


amazing, but its unqueness makes i 
popular among oolctors, 


HORSE RACING 


1» RELEASED: 170 
PUBLISHED BY 
> CREATED BY, MATTEL 
+ BYTHE SAME DEVELOPER: KOOL AID wi 
‘Afantastically quirky game, Horse Racing does 
‘exactly what it promises to do: allow you to bet 
fon horses. And unless youre a belting man (or woman) 
that might sound as appealing as running into vai, but ke 
ot of these Inolivison games we're finding that when you 
actualy soraten al tne surface theyre usualy fantastesly 
‘well pt togethey, ans Horse Racing sone such Lie, At 
hear it's probably best eoprecitod as a mutolayer gare. 
It essential one of tose Kentucky Derby machines you 
cecasionaly see hanging out with the 2p machnos in tho 
arcades. You and sx pais can have after onthe ‘goo goes! 
and oven get to Ly to infuence the resuit with te ac of 
some severe whiperackng. Grea fun, 
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GAME & WATCH 


AT THE DAWN OF THE EIGHTIES, NINTENDO WAS ONLY JUST 
STARTING TO EXPLORE THE INDUSTRY IT WOULD EVENTUALLY 
DOMINATE. LONG BEFORE THE NES, SNES AND Né4 THERE WAS 
THE GAME & WATCH — THE SERIES OF HANDHELD TITLES THAT 
WOULD ULTIMATELY SIRE THE ALL-CONQUERING GAME BOY. DAMIEN 
MCFERRAN EXPLORES THE HISTORY OF POCKET-SIZE GAMING 


Year released: 1920-1991 
Original price: Avorox £18.50/$30 

Buy it now for: £5+/$8 (depending on model 

‘Why the Game & Watch range was great... The range offered true portability 
for the first time in the history of the videogame industry. The units were small, 
durable, and the cell batteries lasted for ages before they needed to be replaced, 
Forced to work within the confines of the crude LCD technology, Nintendo 
succeeded in crafting some truly mesmerising gaming experiences, the vast 
‘majority of which stand up to scrutiny even by today’s standards 


hon you look back on the history of videogames 
it’s not uncommon to discover amusing anecdotes 
regarding defining moments in the industry. For 
‘example, rumour has it that Nameo's Pac-Man 
‘was conceived when the game's creator Toru 
Iwatani glanced at a pizza with one slice missing, 
and there's an equally famous tale that suggests that Nintendo's renowned 
Mario was named after the landlord of the company’s American offices, 
‘who happened to bear an uncanny resemblance to the Italian plumber. 
Whether or not these stories are actually true is a moot point, but it’s 
impossible to deny that they lend our hobby a sense of wonderment, and. 
it’s remarkable to think that these toweringly popular ideas can be born 
from such humble beginnings. 

The genesis of Nivtendo's Game & Watch series is recounted in an equally 
whimsical tale, According to legend, Nintendo engineer Gunpei Yoko! came up with 
the concept after observing a bored Japanese salary man absent-mindediy fingering 
his pocket calculator while traveling to werk. if the story is true then this seemingly 
innocuous encounter ultimately gave birth to portable videogaming as we know 
it today. Yoko! was tragically kiled in a roadside acetdent in 1997, and although he 
‘would gain worldwide fame and adoration as the creator of the Game Boy, many 
View his earler LCD legacy with the most fondness. 

Yoko) started working at Nintendo in 1965, assuming the modest role of an 
‘assembly line engineer, The Nintendo of that era was a very different beast to 
the one that we know today; the main focus ofits business was ‘Hanafuda’ 
playing cards. According to yet another of those iresistble yams, Yokoi created 
{an extendable arm in order to amuse himself during the long working hours, and 
this device happonad to catch the eye of company president Hiroshi Yamauchi, 
‘who was inspecting the faciory atthe time. Yamauchi was on the lockout for a 
product that could turn around Nintendo's fortunes; the playing card market had 
slumped badly in the mid-Sixtes and the president had tried all manner of 
different tactics to tum a profit. 

‘Yamauchi wes instantly intigued and tasked the young Yokoi with turning his 
‘extendable arm into a bestseling product. It was a rsky move that was by no 
‘means guaranteed to succeed, but the re-christened 'Ultrahand’ proved te be @ 
runaway success, shifting more than 1,2 milion units wor'dwide, and would 
prove to bo the frst in a long line of popular toys to spring from the mind of 
Nintendo's new star employee. These novel cveations would eventualy earn 
Yokoi his very own department within the company, known as Research and 
Develooment 1 Group, 

Towards the end of the Seventies, Nintendo started to disregard toys in favour 
of videagames, and it was during this time that Yoko had his aforementioned 
chance meeting with the bored businessman and his calculator. It was ideal 
timing: LCD technology was chean and videogames were big business. However, 
Lp to this point qualty gaming was resticted to elther the arcade or the home. 
Several companies had already produced portable games, but they were usualy 
rudimentary LED-based units with uninspiting gameplay and were too bulky to be 
deemed truly mobi. Yokoi watched the efforts of companies lke Mattel and Tory 
with imorest; he had his own ideas forthe portale gaming industry. 


a 


twas during the development ofthe Gama & Watch that Yoko lid down 
principles ot hardware design that woul eche through Nintendo's story right up 
tothe prsen day, dubbing ‘Lateral Thinking of Withred Technology. Fresiance 
yours and altound Yokoi adver Lara Cigger exolans: "Essental, Lateral 
Thinking of Withered Technology ols dawn fo using mature tectnology in novel 

or radical apcations. At the time ofthe invention ofthe Game & Watch, LCD 
technology was everywhere, twas 2 well-understood process, nd because prices 
for indivalil components had dropped 80 much, integtating LCD into @ product wes 
rolatvely nexpansivo. Some peepo at Nintendo wanted to use fancer technology nh 
the Game & Watch, technology hat would nave reduced battery Ife and raised costs, 
but Yoko! sista that atfordabity was key and that tho playr carod more about 

fun gameplay over flashy technology” Yokoi woud lator apaly this phlesophy tothe 
production ofthe Game Boy, and Nitendo has taken asimlar stance with recent hits 
such as the DS and Wi 

‘Yoko’ faced vicky conundrum when it came to deciding upon the best interface 
for his new product. He quickly decided that @ conventional joystick would impede 
the Game & Watch's portability, so he began looking fr solutons that woud ake up 
less space, Many ofthe early machines smly possessed a couple of buttons with 
vwhich to contol the game, usualy corespaning to simple actions such as moving 
loftand rat or jumping, bt 1882's Donkey Kong Jrcrangod al that. Ahough ft was 
actualy four buttons arangad in a cross shapa, wth each ane coraspanidng 9 Up, 
down, left and fg. would ater evolve inta what we now know as the drection 
pad, or O-pad!for short. Ths was @ development of uly seismic proportions, 
as Crigger acknowledges: "The entre portable games industry would’ ex 
‘werent fr the invention ofthe D-pad I was tha frst, necessary invention that 
made al portable gaming devices possible. It comes down to basic ergonomics; the 
D-pad eliminates the need fora joystick, thus steamining the contol interface 
and facitaing portabity. A cantroter with aD pad simply takes up lass physical 
space,” Compared to other mathods of contro! avaiabe tthe time, ths nev 
merce presented undenaoie advantages, “Tha D-padis @ mors inutva method 
of controling garnopsy, compared tothe aomatives,” conties Crigger. “Look ata 
Joystec: to manipula f, you have to use the sides of your thumbs and fingers — or 
in some cases, your palm or whole hand. That takes more manual efor than just 
pushing buttons with a thumb 9 

“There was also an slement of convergence with ths new range of handhelds 
Athough it seems like a vifing aditon in today’s technolagialy advanced worl, the 
inclusion of @eigtalcleck in each game therefore gving rse tothe name ‘Game & 
\Wateh"~ was a major sling port cack n the early Eghtes. though LCD watches 
were commeny avail, they were outside the reach of most chicre, so the Game 
{ Watch was 2 useful vic as wel asa source of entertainment. handy alam 
feature was also avaiable - possibly to wake up the ovmer afer a partaulay heavy 
right of LCD gaming 

‘Arguably the most vial pice ofthe hardware puzle was the choice of power 
source that would bring these tiny games i ie, Yoko’ opted for ‘button ce battres, 
previously seen in eigtal watchas and calculators. Not ony were these cheap to 
replace, they were aso small and therefor ited snugly within the machines without 
broaking the sleek, svaight ines ofthe easing or adeing any adetional weight that 
might hinder porabity. Yoko's desire to ensure his products would be inexpensive to 
run and not requra 2 canstan supp of fresh eataias payed e vial part h ensuring 
the suacess ofthe range — fact he was sure to remember when he came t create 
the Game Boy almost decade ltr 

But there was much more tothe appesl ofthe Gare & Watch range than just 
mere interface design and longesting power. Because LCD technology granted the 
developers a very lnited amount of r-s0reen rea estate in which to place ther 
action-packed gaming experiences, the games thomsehes tended to be extremely 
focused. "There was ltt room for design serew-ps,” says Crier, if the game 
mechanic wasn’ impo enough, or adcizive enough, thon the game fale 
Couldnt hide behing ashy FMVS or ivcate storylines. twas ust payor and 
mechan, an thats t” The exoerencas offered bythe Game & Watch may soem 
primitive by today’s standards, out that very same semplisty was a major ‘actor inthe 

ate success of the lineage and i’ a testament tothe concent thatthe games 
sxe stil eminenty playable even today. “Theyre appealing forthe very same reason 
that Tevis wil never really ce: seo i aditve,” comments rigger. "People 
love activites that are easy to lem but hard to master. 

“The fst Game & Watch ttle was the simolitic Bal. Released in 1880, ths 
endearngybasie game showed only faint gimmers of the kind of depth that later 
Game & Watan ties would possess; the screen was comelately blank, the gameplay 
‘was unsoohstcatad and the LCD characters somewhat crude ~ cleary a case ofthe 
developer finding its feet with new technology, Seis werent astonishing, out the 


we 


TROPICAL FISH 


GAME & WATCH 


MMU GAME & WATCH SITES TO WATCH 


Mike's Nintendo Game & Andy Cole’s Game & Parachuter 
Watch Forum Watch Collection 
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game seemed to strike 6 chord with consumers, and this was enough to persuade 
Nintendo that it was worth creating further titles. Ball marked the fist release of the 
‘Siver’ series of Game & Walch tiles, 30 called because of the colour of the metalic 
faceplate. The next step was the ‘Gold’ senes, which was fundamental the same 
machine but with a different facopiato and a smattoring of static colour on seraon to 
‘make the games saem a litle more vibrant. This range spawned a mare three tiles 
before it was superseded by the 'Wide Screen’ varant in mid-1981. As the name 
suggests, the display was a whopping 30 per cent larger than the one seen in the 
Siler and Gald range 

‘The limitations of the LCD aisplay meant that Nintendo was always looking for 
ways to innovate, and the next logical step was to add another screen to double the 
amount of gameplay each title could potentially offer. The Mull Screen series kicked 
off with Oil Panic in 1982, but it was the release of Donkey Kong that realy cemented 
tho success of tho range. Easily tho biggest soling ofall the Gamo & Watch tiles 
Upto that point, Donkey Kong was a startingly faithful reoresertaton of the arcade 
smash hi. leonie in dasign, the Multi Seraan range would influence future Nintando 
design choices, “It's na secret that the Nintendo D'S was based on the original Multi 
Screen Game & Watch design, and that just shows how far ahead ofits tme this 
idea was,” comments hardcore collector Mike Panayotakis. 

Released in 1983, the Tabletop series was something of a departure from the 
norm. It sacrificed portability for mare impressive colour visuals and ran on bulky 
'C’ batteries. Sales of this machine were steady but nowhere near as impressive 
as its Wide Screen and Mult Screen cousins, and therefore only four Tabletop titles 
\were ever produced, A refinement af the technology resulted in the more mobilo 
Panorama’ series a few months later, which used a foldout mirror to enhance the 
‘vacuum fluorescant display. Nintendo's seemingly insatiable dasite for colour gaming 
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cuiminated in 1984's il-edvised ‘Supercolor range, which was, infact, just a standard 
LCD aisplay with a colour overiay. Only two games were ever produced, making 

{Ws the least successful entry in the Game & Watch canon. Sensing that gaming 
was also a social pastime, Nintendo decided to publish the ‘Micro Vs’ series in the 
‘samo yoar, which offered simultaneous two: player action thanks to a pair of small 
detachable controler. 

‘Also in 1984, the final hardware revision was released in the shane of the 
legendary ‘Crystal Screen’ machines. These were more traditional gamas in keening 
with the Wide Sereen style, but they possessed a transparent LCD aisplay. Sadly, 
these screens were highly susceptible to damage. Marketed as a luxury item, the 
range did't quite achieve the same kind of fame as the more traditional Wide Screen 
games, which by this point had been relaunched under the snappy ttle of ‘New 
Wide Screen’ 

‘Atthough i's strange to think it now, Nintondo didn’t really command much of a 
presence outside Japan at the time, so worldwide distribution of early Game & Watch 
machines was handed by other companies. These included Maga (USA), CGL {UK\, 
4421 {Franea!, Videopache (Belgium) and Futuretronies {Austraa). Many of thes 
firms would re-package the dewces and in some cases remove the Nintendo logo 
atogether, instead replacing it with the own. 

By the mic-Eighties, Nintendo had released the NES home console and the 
Game & Watch range took a backseat role As the decade drew to a close, the 
seemingly vast reserves of innovation began fo run dry, butt was ultimately Yokoi 
himself that would deal the deathblow to his beloved pocket-sized offspring, Zelda, 
‘the ponuttimate roloase in the range, hit sholves in 1889 - the samo yoar as Yoko's 
newest pet projec: the Game Boy. I: was instantly obvious that the writing was an 
the wal for the videogame and elock combo. The very last entry in the sories was a 


loving homage to the game that stared it all: 1991's Maro The Juggler recycled the 
gameplay from Ball but showcased gorgeous screen artwork. (t was the end of an 
‘era, bul with the new-fangled Nintendo wooing gamers the world over, few seemed 
to mourn its passing. 

Given the durable nature of the Gamo & Watch range, the appealing design of tho 
‘casing and the desirable Nintendo branding, i's tte surprise that a truly hardeore 
collecting scene has risen up over the past few years. The reasons for this differ 
depending on which callector you happen to speak with. “For mast of today’s 
colectors, it's simply nostalgia,” comments British Game & Wetch fanatic Andy Cal. 
“People now find themselves with the resources to buy the games they lusted after 
in their childhood, which their meagre pocket money couldn't buy them,” Others do 
it more for the love of the brand, such as Dutch collector Martin Van Spanje. “I have 
‘always loved Nintendo games, and the Game & Watch series are basicaly where 
itall started for that company," he says. “I wart to sae thom all, and find out how 
Nintendo made progress.” 

\Whataver the reason, amassing all 60 of these unique devices isn't an easy 
~or cheap - task. 

“Even though many of the games can be found fora fiver, you need lots of cash 
if you want all 60 of them,” explains Van Spanje. "My collection has already cost me 
around 3,600 euros, and Im sill missing four of the more expensive games. Also, 
| don't eollact mint condition games and | don’t care about the packaging and user 
manuals, if you want al of that as wel, you need to atleast double your piggy bank. 
Indeed, boxed specimens in pristine condition can fetch prices well into tripe figures 
‘and the lus ‘60th’ game ~ a specal edition of Super Mario Bros produced in 1987 
is very har to locate, “This is the Holy Grail of Game & Watches and remained 
almost completely unknown in collector's eles for over a decade,” explains Cole. 
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Siiver Range 
‘The one that started fal 
‘The Siver range consisted 
offive diferent ties and 

meni locked the colourful screen, 
overlays that would be soan 

in later tiles Five games were produced 
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Mt Sereen, 

Predating the DS by over 
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‘Tablotop 
Bulky, pawerhungry and 
practical un-portable, 

the Tabletop range was 
something af a backwards 
Step, recaling memories 
‘of the unwieldy electronic games of the 
lice Severties. Uncurprsinaly. the range 
‘didn't sel es well the ractionsl GW 
‘machines, although in torms of gameplay 


Micro Ve 
Proviging much-nesded 

rmulplayer action, tre Micro 
Ve range featured two sma 
Joypade that could be stored 
‘thin the syster whan net 
Inuse. The thin screens were lse welcome, 
however and the series was not 
_ucceesful as might have been expected. 


“Itwas produced as @ prize for a competition for owners of a NES F1 racing 
yams. 10,000 were given away in Japan oniy, making this by fa the rarest Game 
& Watch tlle. Only in the early 21st Century, wien collectors in Japan spread the 
‘word, did this game become widely recognised. Because of its ray, its value is 
higher than that of any other game in the rango ~ expect to pay about £300 just for 
an unboxed spacimen. 
‘Anather aspect that makes the range so appealing today is the durability of the 
games themselves. “As can be seen by the number appearing in auctions and 
in collections, they are stil going strong, thanks mosty ta their extremely simple 
electronics,” comments Cole. "They are probably more refable than a games console 
‘of today; | expect that theyl stl be around long after the last PS3 isin a landfil 
\Van Spanie exoands on this: "The games were intended for kids and fit inside your 
pocket. If you keep them safe, they wil last forever, even if you play them regularly 
Has our intropia gang of Game & Watch experts got any advice for prospective 
collectors? “A potential collector should first seta target,” advises Panayiotaks. 

“There are many things to colect and Buying everything isn't an option uniass you 
have unlimited money. Do you wish to colect boxed games? Do you wish to get 
special versions of the games? Do you wish to get all 60 games? You need to focus 
(on specific items and create a lst of things you wish to collect" Cole gives similar 
cuidance: “The answer | always give to this question is to go slowiy, as it’s possible 
to get a complete collection of every tile in as ttle as @ month or two if you have the 
money, but where's the fun in that? Decide on a goal before you start. For example, 
decide if you want loose ox boxed games, special or regular editions, then stick to 
Your goal and be pationt to wait forthe right games to come along, My collection took 
me about five years to complete but | got some extremely good bargains and that is 
‘more satisfying than blowing a few grand all in one go.” 
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‘Special thanks to Andy Cole for providing exclusive hardware photography fr this feature 


and thanks also to Justyn Chan for additonal mages, 


GAME KMaTCH 
MULTI SCREEN 


PERFECT TEN GAMES 


The general quality of the 60 games released in the Game & Watch range is very 
high, but there are a handful of titles that stand out as true classics. We asked our 
trio of Game & Watch experts to come up with their most memorable titles... 


DONKEY KONG JR DONKEY KONG II 
(NEW WIDE SCREEN) (MULTI SCREEN) 
» RELEASED: 62 » RELEASED: 1a 
» BYTHE SAME DEVELOPER: C2ASGRAS +BY THE SAME DEVELOPER: TRO™CAL ASH 
‘The first New’ Wide Screen release justifiably ‘An early Multi Sereen release, Donkey Keng lis 
possesses a lofty reputation among hardcare technically the sequel to Donkey Kang J with 
collectors. It has the best playaity ever ina Garne & Kong's plucky offspring once again called upon to save 
(Watch release,” states Martin Van Spanje— whch s hgh his beloved father - only this time across two hazard- 
prase indeed when you consider the igh quaity of most packed screens. “Tis isa brliat game,” says Van Spane, 
Game & Watch ites. Mike Panaytakcs ism agreement "Aftor moving athe way up the second screen you have to 
"This is the only game | cwned as ake andit holds a special work your way dawn again to set a switch. i's achallnge 
pace ny heat. thas some great garneplay 28 Wal.” te play, and fun too, every tine you open the cage and fee 
‘Assuming tho rie of Karg's cut otsexing, the basic am your fatnec” Featuring soma lvely case artwork and seveen 
'soffee you captve father by unlockrg the baits on his presontatio, t's ile wonder that Donkey Kang was 
‘cage It may nave crude visuals but hey te suprisingly rowing success and continues tobe fondly remembered by 
mosphere, “While nana ofthe Game & Watch tiles are fans even today. Because twas a huge sell, second hand 
exact fais, | always thought tha ths one realy made Units ae common and cheap, so f yout leaking fo start a 
you magne thal you were i tne jungle,” says Andy Cale colecton then this wel worth investgatien, 


‘SPITBALL SPARKY MARIO THE ZELDA 
(SUPERCOLOR) JUGGLER (MULTI SCREEN) 


2 RELEASED: eu (NEWWIDE SCREEN) — > reteaseo-iver _ 
> BYTHESAMEDEVELOPER, sonal cheer Hf > BY THESAME DEVELOPER 
peed ‘» BY THE SAME DEVELOPER: Poca 
One of the two releases sunKtek “The penultimate Game & 
inthe ated Supercolor ie A Watch was released inthe 
range Staal Sparky re THewas teas Game Yur ante Su ey od 
fabecras Sealed Sie ‘made, I's actualy remake o the Oy ie pein wes, Set Ce 
‘itdoesn't work as well as you ; ™ ‘series was on borrowed time. 
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SUPER MARIO BROS BALLOON FIGHT CLIMBER (NEW WIDE 
(VARIOUS) (NEW WIDE SCREEN/ SCREEN/CRYSTAL 
» RELEASED: 186 CRYSTAL SCREEN) SCREEN) 


> BY THE SAME DEVELOPER 


» RELEASED: I861C3¥S1A, » RELEASED: 184 CRYSTAL, 
RANSHOWER Tres n06) ps8 DE) 
‘The frst Game & Watch » GY THE SAME DEVELOPER: » BY THE SAME DEVELOPER: 
release to feature MAROSCEVENI FACTORY sn00eY 
horizontally seroling levels, First released as pat the Many collectors view 
‘Sipe Miri Bros as josteatly ‘coved Crystal Seroan range Climber as the ‘perfect” 
‘advanced forts time, Athough ‘of Game & Watches, but evertualy Game & Watch release in terms. 
squeezing the ackicive garnenlay ier a more affordable New Wide of gameplay. "I's a nea perfoct 


ofthe NES orginal othe prriive 
LCD narevare wasn't realy a 


Sevoen outing, Baloon 


isyet ‘enplomoniation of Iited 


rote paafull active asin to gaphies and marages tinue 
Bossy th s nevertheless a tho Gama & Water neve Although mule love's, navn patos 
Brety corning foes ard Baloon Fight shares is rare with ard end-toel bosses. ays Van 
remans one othe most erterainng in amas Nitendo acade ga, Spare “I shoul sil ext ay 289 
Sis nts re The dau, tis fant Game & Wah actualy mb gara. I nt, samoone shou 
alte basic— ts many due based onthe Baloon Tp! mode ‘make tan ro-elease 2” Like Super 


‘ote sorling levels, which use 


x that onl appearedin the NES home Mario Bros, the visuals ook basic due 
fat ines to Go the irpression of console release. You lay as ayoung ——_—tothe seoing eves, but Climber 
‘menererd—lut eventing oie fs chap with jet pack and you'e feels farrmore brat ard ative than 
exceptonalypolsned. Te special tasked with maving trough the ost LCD tes. you want a sold 
lsc votes rit 4 10)000) ‘seroling lvels,colecting baloons ritoduction to the word of Gare & 
ands vry rare, but thas the same and avoicing wraps as you go. Watch ary hes 


sernenlay a8 the cer versions, 


MICKEY MOUSE 
(WIDE SCREEN) 


RELEASED: 1 
> BY THE SAME DEVELOPER: MANHOLE 


{t's amazing to think this now, but many of the 
characters that graced the early Game & Watch 
titles were licensed from other companies. Nrtendo 
stars lke Mato and Donkey Kong only got ther chance to 
she later Alang with Snoopy and Popeye, Disney's Mickey 
Mouse festuredn several ties, wth this Wide Soren 
futing arobaby his best. "love playing he game anc jst 
ike the look of i." says Van Spane, The gare involves 
catching eggs ands arnast dentica to another G&W 
release entitled Eog t's beieved hat ths other variant exists 
because Nintendo cin’ have wordwide nghts to use the 
Mickey Mouse licence, The gameplay is smple but ack, 
and t's an interesting example of how Natendo explored 
‘he werd and wonderful word ot leering in ts early days, 


MARIO'S BOMBS AWAY 
(PANORAMA) 


+» RELEASED: 1983 
>» BY THE SAME DEVELOPER: COLDCLIFF 


{tis common knowledge that Mario isa dab hand 

‘when it comes to sorting out your troublesome 
waterworks. 2ut dd you know thatthe plump ltaan also 
has ahighy decorated mitary carer to his narne? Wines 
Mao's Bombs Away, in which Mara dons nis my fatigues 
{and atte to safely anspor a suncession of bomnas to 
the enemy camp. Unsurprisingly ths dangerous activity isnt 
‘without ts rks ~one fase move anc Matos onthe wrong 
side of ammassive explosion, “Ths fs good fun to play and t 
looks good, asco al the Panorers games” says Coe, The 
Panorama senes ay not have been a huge success, but 
this game iscertany worh your te. Unsurprsingy, Mati. 
seems to have csowned hs wartime explits these days — 
‘we can only quess that diving karts is less dangerous 


ha 
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PHILIPS UIDEOPAC G7000 


It was the machine Philips tried to kill 
several times over but thanks to one 
man's determination to see the console 
succeed, it had an impact on gaming 
for six rollercoaster years, as 

David Crookes explains. 


tomention the Atari 2600 or the 
Iietivision, Relatively few gamers 

wil namecheck the Phiips Videopac 
67000 andif they do, t's most ikely 
tobe mere lin service. 

But that is areal shame because there 
is much to be sad about this successor 
tothe word's frst commercial home 
videogame console, the legendary 

‘Odyssey, For this was @ 
lof mnovative ideas which 


in more ways than one 
Not only did the deal alow the G7000 
nd 


How it stacked up 
Atari 2600 and 


jainst 
ion 


cunning atl aMie 


DISPLAY: 1x00, powered by nie 246 
ANTS or 8245 PAL. 
‘SOLOURS: 12. 
ANDI: 


Tit THtrtit 
the 8048 running at 1.79 MHz. The 


consol cou a tae avartage of The people involved with 
theemt owumsonerne sen ; the console at ground level 
ine the mactna Renaud te cip 


ree vedbhoesceciaesr | always saw it as the first 
Srseraieseencence | step towards a compter 


“The 8284 was the word first 
programmable sorite-based game chp 
‘andit was designed by engineers Nick 


Nichols and Sam Schwartz | whichhada solitary fre button and an 
for four sprites on an 8x8 matrix eight-way directional stick) 
ij Siarren couldbe combines H 
a lager sprite talso had eight group 
objects for backgrounds, titles and 
Intel needed to produce agraphics | eutitcartanly showed same ambition, | 
chip that could be sold fora reasonable | “The keyioard was such a novel H 
price to the mass market because thing back in those days, before PCs 
moving granhics around on a TV screen | had become commonplace. Typing 


Using RAM costa fortune,” say messages on the screen was amazing 
‘Averett an electrical engineer and sales stuf forkids,” says collector Willam 


representative at Inte. "Iwenttothe | Cassidy, who runs The Odyssey 
fales who lid out slicon and prosented | Homepage at tho-nextievel.cam, 
the problem. They decided to use It was also part of a much bolder plan 


content addressable ramary and it “The people involved with the console 

‘worked realy well” ‘atthe ground lovel aways saw tas the 
Whie the innards werebeing worked | first step towards @ computer and it was 

on, the casing was also devised. Rather | ahead of Apple at the time,” says Ed 

than simply produce a featureless slab |. "The plen was to get people to see it 

hg mith conraige sot, the designers \was a computer with keyboard and the 

ackied a full 49-ey, builtin alphanumeric | idea was to evoive it 
membrane keyboard {as wellas acouple | Despite such advances and the 
of hardwired digital controlers, both of | impressive design ideas, Magnavex's 


paront company North American Phiips 
(NAP) wasn't entirely convinced. It 
lacked confidence that the console could 
bea suczess and in August 1977 itmade 
its fist attempt to axe it 

Ralph Baer, who had devised the 
(Odyssey, made an impassioned plea to 
keep devetopment going He succeede 
‘and the intervention bought the G7000 
team some time, Itaiso alowed coder 
Sam Overton to program some games. 

(Overton readiad sports ties including 
Bowing! Basketballand Computer Golf| 
as wel as the shooter Cosmic Conflict 
‘and the smulation Las Vegas Blackjack 
for the exected launch, Acartidge 
called Computer Introwhich taught 
simple coding was also created so that 
the G7000 could be marketed at parents 
asmuch as at chilaron, 

ButNAP, whose core business was 
television and audio, sil fet videogaming 
tobea mere sideline. attempted to 
pul the plug again sx months later. 

"The people that | worked directly with 
Understood games: Mike Staup, the vice 
president in charge ofthe videoue! 
division al Magnavox, knew what 
videogames w 

Ed, who, atthe time, was be 
frustrated at the attempts to thwart the 
console's progress. 

“But the problem was 
have a seat atthe big table at Magnavox 
orintel. Those who did - the TVand 
radio peo just kind of, ‘Ok, you 
this niche down there...” but they 
idn't be convinced that videogames 
would be a huge business. They thought 
it wasnt possible.” 


; WORLD WIDE : 
SUCCESS 


UNITED STATES. 


{frye afer anae 


1 | pening the worstand desperate 
Frisisreseimen ann 
Edina We shonging Ch 
erent hs lone, Arco 
Gown andoted a progargares | 
fernec7000 sayngiatanadoa | 
atte selmece cpl he conse od 
| otonibe beck ot eat cologe 
Starnes, Gro ated ana dea es 
eur ed ween 
tr tb C7000 
Inoetedoths edad tach 
heral assonbllangage. Ho abo 
io hadtoon wating at Hoe 
Packard They wate ome hore 
gay na sacha 
inaly outcome wp 
thon Home upapanstsomothrhat 


1 Around 50 games were released inthe 
United States anda min consoles had 
been sold by 183 but itt lagged behind 
the Atar 2600 andthe Mate intaliviin n 
terms of impact. US gamers were he only 
ones to gt The Voice synthesiser, though 


EUROPE 


1m The machine wen down wellin Europe 
soits superior fllw-up, the G70, 

was only released there, A Chess Module 
was made avaiable for G7000 overs and 
other Videoparconsles were alowed tobe 
produce bythe es of ier and Jopar. 


RAZ 
PHILIPS ODYSSE. 
Released by a company called Pini 
Come, the console was massively 
popularin raz. Games were released in 
Portuguese and tournaments surounding 
the machine's games notably K's Crazy 
chase-were hela 


JAPAN. 
oovssee : 
Inge bg rated December 2 


noon o001 


Don't buy a Videopac 67000 unless 
you plan to own the following classics 


{long before | des 


K.C, MUNCHKIN. 
atedto tap int the Pac-Man 
craze sweeping the arcades, KC 
othe attention of 


ys ina sila fashion to Ps 
n taking place within 
veh, KGis 
pursuedby monsters athe 
gobble ahandtu of moving pellets but 
ch 
2s being abet produce your own 
maze. The actit as 
one tebe payed via emulation, 


sth thea 
rultiple mazes. As 
sto 


there were some neat aon 


led makes it 


TURTLES 
As onectthe eres lensed 
15700 (and an 


jetve maze game starring a wel: 
mated rl, layers ar 

th pickong up ba 

ine and turning them to the h 


vile trying to avoid deadly beetles 
thigh are out forthe il. Whi the 
remy ean be stunned by mines, they 
‘caver quickly, making fora relents 
hase Try the US 

he Voie syshes 


KILLER BEES 
the surprisingly authene 

bee sounds tothe imaginative, deep 

2ndinvolving gameplay, you wouldnt 
bought thi 
game back nthe day For nt only 
do kll gang of 

y enemy Beebotsby hovering 

yar of white bees over them 


{ havefeltstungit 

ying hard to avod being hit 
oulders tal appear from what 
ke a revolving door atthe topo 
screen isso) 
Nintendo ela 
that youbave ust one fe and not 


{ora setperod afte, you 
4 avoid the coloured bees which seek to 
{protect her. Shou they dash, you 


ck chy pic Sr aka 


fret motes, 


he boulders away, We've 


$ thatidea came fom, Jumpman? 


shards the 


ore than apiekaxetohandtoknock 


| was technically 


challenging and I'd ask 
if she would ke to do ft 'd then 

say itneeded to be tweaked and thatit 
would be more un to do it acartan way 
and she'd be ready to kil me. twasn't 
ided | would do al 2 
coding on the games. 

“Ed's decision saved the project and 
the 67000 hit European shelves in 1978, 
twas also released in the US under 
he brand, the Magnavox Odyssey 2 
aithough there was lie difference 
between the machines, excapt for one 
bing PAL and the other NTSC,” says. 


| Wiliam. “When pushed you can ade 


hat the G7000 didn't have a power 
‘switch but it did end up with the greater 
number of games, 

‘There was sill uncertainty th 
By this stage, the orginal game 
ddavolopment group within Magnavox 


aoe C700 potest rang sures 


arity. simple enough wth payers 


looks | fing shots fram acannon a the 

he lomo the screen a the enemy 
ships: 

{the conte of the sreen The game was 

4 called Gerry Anderson's Terrahawiks 

{ when was released Furope in an 

4 attempt to cash inon the British TV 


in attractive patterns fom 
ven 
hing 


was working on a royalty 
basis and he was the only person writing 


Continued for two years with Ed ying 
his hardest to koap up with the vastly 
larger tearns wring games at Atari. Not 
thathe was complainng: “| got zero up 
‘font but the games always sold out,” 
he says. 

indeed, he soon got into the swing of 
‘things, reusing the bulk of the code 
‘rom one game to the next to speed up 
the development process, "twas 
pretty excting and there was no 
‘downtime that's for sure,” Ed says of the 
‘volume of work the would avantualy go 
(on to write 24 G7000 games ~around 
half of those released). And yet 
Philips end Magnavox were unconvinced 
and the axe continued to loom, 


It was onty when El created K.C. 
‘Munchkin that attitudes within NAP 
changed. The game was very much 
inspired by Pac-Man and the power 
that-be were excited. "There was a 
fooling of, ‘Oh my goodness, we can do 


} agame better than the arcade and blow 


| everyone out of the water,” Ed says. 


“That was a truc adrenalin rush forthe 
‘corporate people who saw something 
they would understand.” 

‘The manufacturer began to put more 
resources into the system but Ed had 
‘nagging doubt. He feared thatthe 
‘development may be on rocky ground 
‘even thought alffered somewhat from 
the arcade classi by having some neat 
‘wists such as the rancom generation 
‘of maps and a rotating regeneration 
'box for the ghosts (or monst 


{gamers were snapping up the machine 


speeiticaly to pay it 
“Te sales suddenly meant that they 
weren't going to quit making the console 


{as soonas they could," Ed recals. But 


than alsaster struck. “Atari said, ‘You 
can't do that, wee going to get you,” 
he continues. “The fist federal judge 
ruled in Philps' favour that there was 


opatent or copyrightinfringoment but | Nerves, Invaders from Hyperspace, 
the appotant court was presented with | Dynastyand Pocket Billard to 
information in a way that | would not Monkayshines, Pick Axa Pete, Freedom 
have chosen to da it and Philips los.” Fightorsand Power Lords. 

"About 50 games were released 
duting the console's commercial life 
US and about 70 in Europe, 
Cassidy says. "Several of them were 
off" says Ed. "They didn't see it coming | edutainment games, and most of the 
and they thought al of their lawyers ‘sport tis forthe systom weren't 
\were good and solid and that there very good but once you discarded 
was no way Acar would win ths. Iwas | those, youwere aft witha ‘ay small 
‘going to deviate further and further fram | number af fun games ~and those 
Pac-Man than K.C. Munchkinended uo | games were realy fun!" 


being but they said come closer, closer, In 1982, the 67000 was given 

‘a close as you can. They were totaly | a further boost. Abespoke speech 

blndsided in terms ofthe law andit synthesiser unit tingly caled "The 

shook them to the core, Voice’ was released in the United States 
‘Surprisingly, it didnot spellthe end for | | us Europeans gota chess module 

the console of indood, for KC, Another | instead), It was powered by a General 

‘game, KC. Crazy Chase (or KC. Krazy | Instruments speech chip andi fitted 

Chaseas twas inthe US}folowed. “I | over tha cartridge slat of the G7000 

id that game because K.C. was my console to allow more than 100 

character and lwantediton the record | words tobe snaken, 

thatit was not Pac-Man” says Ed who “The people over in the engineesing 

has since revitalsedhis creation with KC | group knew we had to add something 

Fetums for Windows 8and 10's out | new to the console and The Voice 

Row on the Window Store was incredible; state-of-the-art wow, 
Butthen KC. hadbreathed new life | says Ed. “Roberto the man who 

into the console and the new wave ‘needs accolades ‘or that because The 

‘of gamers were snapping uo other \Voce may have hada limited 

‘games in the machine's catalogue, ‘vocabulary but it showed what could 

enjoying the likes of Take the Money bbe done with speech in games. 

‘And Run, Math-AMagic, War OF thought t was way coo.” 


The people in the engineering 
group knew we had to add 
something to the console and on 
The Voice was incredible 


I 


the more we liked it” 


‘One ofthe strenaths ofthe Philips Videopac G7000 was the Master Strategy 
‘serie, which was created in 1981. t brought together board and videogames and 
the frst release, Quest Of The Rings, was particularly well-received. 

Designed by Stephen Lehner and Ronald Bradford, the games not only 
made great use of the keyboard but they came complete with plastic and metat 
playing pieces, instruction manuals and game boards. Quest Of The Rings was. 
two-player €0-op game which pited players in a dungeon packed with 
monsters. twas influenced, obviously, by the Lord Of The Rings trilogy. 

“Two more games inthe series were released - Conquest Of The World 
and The Great Wall Siret Fortune Hunt- but another, Sherlock Holmes, 
was shelved. But how did they come about? "The concept was literally 
born on the back of a napkin,” says Ed Averett who programmed all but 


‘Sherlock Holmes which was created by Ed Friedman. 


“Myself and Mike Staup, who was the vice 
Magnavox, were having dinner and discussing how to enhance the 
‘raphies because they were areal problem and we were running out 
‘of runway. We thought, ‘What if we combined board games withthe 
programabity ofthe videogame?’ The more we played around with it, 
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nveased potential, notleast because 
of tsmore comploxrapheschp."l | 
aiwaystekiwasworkingwthahgh | 
performance sport ar and Ata wes 
operatngwithagocdVokswagen. | 
Itgave me a vemendous advantage 
because |had sunerer processing power 
and graphics that were siifcanty 
superior to our als. 

ven sa he ackrowledgesits 
reatratons. After al, gamers scomed the 
machine fr falling back on sera, yor 
slam ooking grapes. "Most ofthe cary 
{games elodona buitin6¢ charactor | 
set forgrachics, giving themvalla similar | 
appearance,” explains Cassidy. H 

\We had RAM and ROM 

restiotons,” Ed admits [&K ROMS 
‘were invodieed for the Chalenger 
Seriol games which boasted beter 
‘graphics, "Thre wast much memery 
to work with an the graphes had 
huge imitavons. There wore no too, 
characters wor lac out on grid paper 
inhoxidocimalbut that was tho prce | 
ve pad for being atthe font | found 
thaton every game I spent 201920 per 
centof my time trying to get the last five 
pereen ofthe code in there, Youd st 
there and say," need get thsin there! 
but ther is no room lett so yous igure 
‘out what you cou cut and sip and 
sqush and than finaly got tinthore. So 
that was a huge, hug imitation” 

Ed worked on the G7000 for three 
yess: “knew disaster was around 
the comer andalion the inside knew... | 
no-one wes upgrading their hardware,” 
he says. That site console continued | 
tobe sold fora few months, only being | 
clscomtnwed on Maren 20 1984 


SS 


=. 


THE STORY 
CONTINUES. 


Of course, as with many consoles, 
the story ofthe G700 continued 
following is official death. 

‘The homebrew scene forthe 
console has exploded in recent 
‘years with one coder, René van 
den Enden, developing an intricate 
knowledge ofthe system. 

“The first-ever homebrew was 
John Dondilas Berzerk clone Amok 
In 1998," says G7000/0dyssey 2 
expert William Cassidy. 

jut René has been mentoring 
and advising just about all ofthe 
recent homebrew developers, The 
‘most prolife developers of recent 
years have been Marin Wenting of. 
Revival Studios, Chris Read ae 
Rafael Cardoso of Bazi. 

“Just about all homebrews 
support The Voice, and many of 
ther even support high-resolution 
‘mode when played on a Videopact 
67400 machine: 

‘Check out the forums over at at 
videopac.lt find out more. 


Before itwas removed from the 
shelves, it had been joined by some new 
sbilings including the Philps Videonac+ 
67400 anda G7200 which was 
essentially the G7000 with a buitin black 
and white display. But could it have been 
‘more during its own lifetime, especialy 
with more backingin the first two years? | 
hink the console was treated fay 
butaidt reach its potential? Not even 
cose,” says Ed. “But then if Phips hag 
realised what was there, then it wou 
never have let me do what | aid. Thay 
‘took the postion they did and dln’ care. } 
But | got an opportunity ofa ifetime that 
‘wouldn't have had at Atari” 


Many thanks to Wiliam Cassidy for 
his assistance. H 


| RETRA RAMFR 
IS BRILLIANT 
SAYS DAZHEBE 


It was the computer that inspired a generation 
of programmers and introduced scores of 
children to computing. David Crookes talks to 
BBC Micro designer Steve Furber about how 
the iconic machine was made 


he phone rings and Steve Furber picks it 
Zh 


desperate. As the co-foun 
to receive a visit from the BBC, which wants to 
create a new computer. Acorn is in the running to 
make it. But time is tight. He wants Steve Furber 
and his colleague Sophie Wilson to produce a 
functioning machine in less than a week. 

“Can you have a processor lke this for Friday? 
Hauser asks, but Steve is clear. "No," he answers. He 
calls Wilson and gets the same answer. But in both 
ceases, he pulls a trick. "He told us both that the other 
had said yes so we felt we had to agree,” laughs 
Steve, "We were then committed.” The BBC Micro 
was about to be born 

Many people have fond memories of the BEC 
Micro, Itwas the machine used in countless schools 
up and dawn Britain, the red keys and biack/ovige 
‘combination being an exciting pointer to the futue. 
Stove, however, did not have the pleasure of playing 


around with computers whan he was at Manchester 
‘Grammar Schoo! in the 1260s. Nor did he have a 
‘bank of machinas available to him when he moved 
‘on to study the Mathamatical Trpos at St John's 
College, Cambridge. 

Stove was interested in the emerging technology, 
however, and while he was working on his PhD, 
he began to find the idea of computers rather 
fascinating. He decided he wanted to write his thesis 

cronically and in order to be able to do so, thore 
was just one option available to him. He had to build 
his own machine. “In those days if you wanted 
to write a thesis electronically you had to build a 
computer and then you had to write a text editor 
Then you could start writing the thesis. That's the 
way it was,” he explains 

He found designing computers to be a lot of 
fun, In 1978, he was appointed the Rolls-Royce 
Research Fellow in Aerodynamics at Emmanuel 
College, Cambridge, which gave him evan mare of an 

suddenly it made ita practical 


his university's 
processor group, 
‘whieh was full of many other 
students who fouilt computers for 
the hell of it. 

“I ended up with what was @ hobbyist 
machine,” he says with fond recollection, "It used & 
(6502 processor and it was bult in a subrack. It had 
ths litle 160mm by 190mm Eurocard [the European 
standard format for PCB cards) and | hand:-wired the 
components to connect them. The machine had a 
memory card and a display card and the key principio 
cf operation was that the machine was designed so 
that the processor and the display had shared access 
to the memory.” 

In 1978, Aco Comouting was formed, rather 
handiy, in Cambridge and Steve worked there on 
‘a casual basis before becoming an employee in 
1980. The timing could not have been better 
because the BEC was about to embark on an 
ambitious project ~ one that Steve would prove 10 
be an integral part of 


BBC MICRO 
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Designed by Acorn Computers Limited, Contest 
RS423 casseme 
\ 


video out 


In 1981, The BBC had couple of television 
channels, four national radio stations and lots of 
rogional presontors around the country to provide local 
contant. BEC Online did not exist. Radio § Live was 
‘years away. As for the digital TV channe's, well even 
Sky hadhn’s launched in the UK at this stage 

But broadcasting wasn't the only thing an the mind 
of BEC executives. What was conceming the BBC 
more than anything was computing. The broadcaster 
sensed that there was a growing interest in 
technolagy of this kind, with children becoming t 
1on to arcades, electronic games proving popular 
and a range of builé-your-own computer kits 
bing al the rage with the dads. So it began 
to put out feolers for a new computer that it 
‘wanted to lend its name to. 

Many companies were approached 
by the BBC. The idea was thal the new 
machine would be at the centre of a series of 
television programmes based on the rise of the 
Imictoprocessor and the fact they were becoming 
increasingly important. The programmes would be 
practical and hands on, encouraging viewers 
10 go away and reproduce what they saw. To 
do this properly, the BRC ‘alt the sores would 
need to be based on a particular machine, 

“The BBC had a spec for the computer and 
they went around @ number of UK companies 
basicaly seeing who wanted to build it,” says 
Steve. “It was a competitive process, the details of 
Which I'm not familar with” 


1 the time, Acom had been designing 
‘a machine that was going to be called 
Proton. This was to be the successor to 
the Atom computer that was in production, 

seling quite well and leacing to a desire for a 

follow-up machine, "We sketched the Proton,” says 

Steve. “We sketched it based on the machine | had 

designed at university, It was designed 

as a dual processor, 

We realised that 16-bit 

processors were coming 

and we wanted to use the 

S:bit processor as an /O 

front end and have 

a second processor 

attached to a 

generic interface, So 

there was a sketch 

but no more than a 

sketch, and certainly 

not a dagram, 


, 


AGB 
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When the BBC Computer Literacy Project 
began asking for companies to bid for the rights to 
‘manufacture the new machine, it was decided that 
the Proton would be used as the base. The focus 
swiftly maved towards producing something that 
‘wuld imprass the BBC wien they came caling and 
as well as designing the innards, attention was also 
paid to winat was going to wrap around it 

‘Step forward industral designer Alan Boothroyd 
who designed the casing. This was produced in the: 
same week that the prototype innards were being 

created. It was important for Acom to be able to 

show off not only what was inside but what 
it would look ike on the outside too. "When 
the BEC were due to come that Friday, we 
wanted to have the model of the case on 
fone desk giving an idea of the design and 
con the other desk we wanted a working 
wired circuit board so we could say this is what it 
will work like,” says Stove, 
Progress was fast on the latte. “First we had 
the detaled circuit diagram, then we got Ramanuj 
Banerjee from the Cambridge University 
Computer Lab in to wireswrap the circuit,” 
remembers Steve. “At this point, we had to 
‘debug the machine to make it work and 
‘hat we had on thet Friday was not the 
final BEC Micro circuit but it was pretty close, 
Itwas strongly based on my machine which had 
become the Proton, as I've said. For cost reasons 
the BEC Micro was just the front ond of the dual 
processes we conceived, although of course the BBC 
Micro gained second processors. 

The BEC Micro went fram a sketch to a functioning 
‘machine in less than a week, which was a major 
‘trumph for the team, Acorn emerged as the winner. 
It was asked to build and design the BEC Micro to 
2 spec that would be agreed with the BEC. "| think 
‘one of the things that influenced them into choosing 

‘Acom was the fact we could move 
0 fast,” says Stove, “They'd boon 
dealing with other companies 

‘who had made lass progress: 
in @ year than we made in 2 
week, so, who knows, that's 
my impression of it.” As for 
the extemal design, the red 
keys of the keyboard that 
was showcased that day 
became the BBC trademark 
and they remained across 
many Acorn products with a 
BBC link. 


BBC MICRO 


BBC MICRO: HOW IT WORKS gi 


The inside of a BBC Micro may not be as nisable as the 
red-keyed casing on the outside, but iets what it looked like... 


POWER SUPPLY 1 ‘SERIAL PROCESSOR 2 TVCONNECTION 

The wider shot also shows The custom chip atthe ‘The ser ASTEC' box @ UAF 

the Astec switch-made power top-centre is . ‘modulator, which enables the 

supply andthe keyboard. ULA. tis the serial BBC Micros cisplay outpatto be 
processor connected directly into the aerial 
‘the RS232 and audio ‘socket on an analogue TV. 


cassette interfaces. 


HEATSINK 
‘The video processor ULA 
has big biack heatsink ont, 
entra ight. The processor 
had given the team a fot of 
‘rouble with overheating. 


‘Tho empty chip locations: 
atthe top lietare for the 
Econet components. Acorn 
had developed Econet 
‘on the Atom, under the 
uidance of Andy Hoppe 
Who was leading research on 
networking at the Cambridge 
Computer Lab, The BBC 

Micro gave many schools 
very early acoess to computer 
network technology, including 
file servers and email, long 
before the wider population 
was even avare of he 
internet (and ten years before: 
‘the world wide web was. 
created by im Berners-Lee), 


‘ROM SOCKETS: 

“The row of ve sockets atthe 
bottom right are for the ROMs, This 
machine has a DFS — Disk Fling 
System —ROM in dition tothe 
BEC MOS ana BASIC ROM. 


MANUFACTURER 

‘The sticker here shows that the BBC 
are for the speach chips ~ the BBC ‘Micro was made by a company called 
‘Micro had a canned Kenneth Kendall ICL. This firm was the majar British 
_speach synthesis system, to give itan ‘mainframe computer manufacturer and it 


authoritative BBC voice, Was bought by Fultsu inthe 19805, 


TEVE FURBER ON DAVID BRABEN 


mAlthough David Braben 

is perhaps the best-known 

‘gaming ‘celebrity’ for the BBC 

Micro, his stertir 

Elite with lan Bell proving to 
lasting value, Steve 

Furber and David Braben 

did not meet for a long time 

and certainly not prior to the 


be of re 


game's launch. 


“I think we have been in the 
same room at some point, but 
my first knowledge of David 
Braben was when Elite came 
‘ut on the BBC Micro, which 
‘was the most spectacular 
‘game we've ever seen." 

Not that Steve rates the 
space trading game — which 
‘some claim to be the best s 


metering 
‘Paso? Jeboee 


ith the BBC convinced Acorn could 
dolivr, it was time to start turning 
the prototype into @ manufacturable 
machine. Steve's design for the Proton 
‘was not the BC's starting spec and there was much 
discussion as to what the final spec should be. But 
the effort, Acorn felt, was more than worth it. The 
BBC was confident that 12,000 machines would 
be sold on the back of the TV programmes. "We 
now know that was a huge underestimate,” says 
Steve, "Nobody foresaw the rising intrest and the 
huge volume of interest in developing computers in 
the early Eighties. The 12,000 became 1.5 millon 
machines in about five years,” 
First of al, though, they had to move on fom the 
prototype. "The prototype was around Apri... in 


work on 


of interactive entertainment 
ever made — as the one title 
he would prefer to play on 
the system. “My favourite 
game js actually Aviator 
because my profession was 
‘aerodynamics, | was always 
very interested in aeroplanes 
{as a boy and Aviator gave 
me the opportunity to fly my 
‘own aeroplane on BBC Micro. 
There was a dynamic with 
aeroplanes and a dynamic 
with spaceships, so Aviator 
was the key application for 
me. That was the fulfilment 
of why I started playing 

with computers. | thought 

of them as a way to do 

flight simulator.” 


1881 and the machine was launched... far less than 
2 yoar lator,” Stovo says. “We'd docided to reduce 
the number of chips by using the ULAS in a coupie of 
functions, We creatad the video ULA which divided 
the 16MHz master clock inio lower frequencies for 
Use by other integrated circuits and serialised the 
display memory into an RGB video signal 
‘The ULA was an Uncommitted Logic Array, a 
ranti product that alowed a number of logic gates 
1 be configured to implement a bespoke function 
‘on a single chip. In the process of making the BBC 
Micro, the number of chips needed was reduced by 
10 of 20” Steve rackans, adding that there ware 
stil 102 chips left on the BEC Micro board. “A lot of 
effort went into cleaning up schematics, getting the 
circuit board PCB and ULAS inside and implemented, 
and of course building the software,” he recalls. 


That was at loast as big a job as gating hardware 
out, My involvement was mainly hardware, though.” 

BEC BASIC was written by Sophie Wison and. 
Paul Bond, who led the development of the OS. 
“There were a lot of peoole involved in getting the 
machine ready to sallin January, where ready is a 
relative term,” adds Steve. “The initial machines 
were shipped with poor power supplies ~ they got 
to0 hot. They were linear and wero rapidly replaced 
with switching power supplies that did not get hot 
and ware vary ralablo, But thera is a problem rf you 
have a BEC Micro today: the electrolytic capacitors in 
those switching supplies are crying out, so they need 
replacing. Then again, the machines are 20 years old.” 

While the team worked on producing the BBC 
Micto, the broadcasters learning arm remained close 
to the project. “It was a collaboration because the 
BBC kept a stem grip of what's happening and all 
specification issues had to be agreed with the BEC,’ 
says Steve. “So yes, they were very fimly involved. 
The badge was not just a brand ~ [i] represented a lot 
of technical input from [the] BBC.” 

(One big concern was the pressure to keep the 
costs down while not compromising quality or 
reliability. It was a struggle. “| think the realisation 
that there was @ huge education market came a litle 
bit later, once the machine was underway," reveals 
Stove. “One of the criticisms of the machine was it 
was a bit too expensive, though. Of course we didn't 
engineer it with a view to tha cost running away, but 
\we did engineer it to be good and to be robust and 
high quality and that pushed the price up. The BBC 
Micro keyboard would realy take @ hammering and it 
was expensive because the only way you could build 
2 robust keyboard then was expensive 


© says the BEC wanted to go even further 
and its Koy input was to come up with ideas 
of the soris of things they wanted: to retain 
the second processor capability; and to 

be able to add floppy disk drives later, even though 

they were phenomenally exoensive. “They wanted 

to add a Prestel receiver. This is before the days of 


sa 


1 Pos 


cette BEC Msp tart of oars, 


the intemet,” says Stove, “And they were keen to 
have ways of distributing software to go with their 
programmes so we buit a system that would pick 
Lup unused lines from Prostol, which is tho old digital 
information overlaid on the analogue TV vansmission, 
Tho unused spare lines could be used for dalivaring 
software to the machine. That was a box you could 
buy. The BBC Micro wasn’t cheap, but you could pial 
Up free software off the ait 
‘The BBC wanted a lot of input-output devices 
‘One of the things that made the BBC Micro so 
useful was the number of things you could plug 
in — joysticks, analogue things, a wide range of 
peripherals. You could almost fil a desk with BBC 
Micro peripherals if you plugged them al in at 
once. That cid seem to push the budget a bit,” 
laughs Steve. But t sold, As we have seen, it 
shifted huncreds of thousands of units and 
says everyone was surprised although there were 
some eatly indicators. "In 1982 we agreed to do 
‘a seminar at the Institution of Electrical Engineers 
in London, now the Institution of Engineering and 
Technology, They often run seminars and get 200 or 
300 people there. At the BEC Micro seminar people 
bbooked coach trips from Birmingham, and three 
times the number af peaple arrived than could fit in 
the room. They had to send two-thirds of the people 
home because they couldn't fit them in beceuse of 


idddddddid 
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health and safety. So we ended up doing the seminar 
two more times but, yes, that told us this machine 
was going to be big.” Today, he says the legacy 
continues, Although Britain doesn't produce boxed 
computers today, the UK remains hugely influential in 
the global computer business. One of the spin-offs 
from Acorn was ARM, which is now responsible for 


k 


met. ARM is a huge global force 


The BBC Micro 


keyboard would really 


take a hammering 


STEVEFURBER 


Last year more ARM processors shipped 
than intel had shipped in its entire 45-year history. 
Cambridge Silicon Radio has a very strong position in 
Bluetooth too and there are several British companies 
‘that are highly ifluentia in this game,” 

Things have also turned full erele for Steve. He is 
exctad by the Raspberry Pi which has the backing 
cof David Braben, the creator of the BBC Micro's 
most famous game, Elite. Like the BEC Micro, the 
Pis being delivered to schools to help children to 


powering 75 par cent of the devices connected to the 


learn, Steve believes things went off track when 
children were “locked out” of computing by graphical 
User interfaces, "The major use of computers is in 
‘business for people to use for work, so that's why 
\we don't expect people to get their hands dirty 
vith code on a day-to-day basis,” he notes. “But 
with the BBC Micro, you could tum the machine on 
{and be in a programming envionment. | stil meet 
‘peoole who tell me that the Beeb was a career 
‘changing event for them, That's what they used 
to starled programming... The graphical user 
imerfaces were not bad — not everybody wants 
to program... or [has] the mindset required to be 
reasonable programmers, So you have to deliver 
machines to different levels. But at the moment, 
too many people who would otherwise find 
programming very engaging are being turned 
off by PowerPoint and all of those other apps 
schools teach chiliren to lear, 

In the end, nine BBC branded computers were 
produced, The BBC Micro is considered as the catch 
all tetm for the Model A, B, B+64, B+128, Master 
128, and Master Compact. Subsoquent models aro 
considered as part of Acom’s Archimedes series. 

“They were hugely exciting times,” says Steve. “It 
vas the first point in history where you could really 
start putting computers into everyoody’s hands. It 
was a great time to be involved. 
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BBC COMPUTER 
PERFECT TEN GAMES 


It may have sat proudly in schools around the country, but Acorn’s BBC wasn't just an 
edutainment machine. There were plenty of amazing games available for it, as the following 
‘two pages prove 


REPTON 


» PUBLISHED BY: SUPERIOR SOFTWARE 
BY THE SAME PUBLISHER, STRGRSAN 
()] Region was. rant ake on Bouter Dash, 
although it’s far too methodical ta be considered 
‘true clone, that still remains as fresh as a day-old 
daisy. the more impressve when you conser that it 
s put together by a 15-yearold coder t's amazing 70 thnk 
thatthe classic Repton' now a staggering 29 years od 
seems lke only yesterday that we were aking the rickey 
cut of Chris Talbot because his parents hac bought hin @ 
computer thatthe rest of us ony used at school, wile we 
os anc C64s, Stil, Cas 


allplayed on our Spectrums, Cl 
hod tha las laugh as Repton vas a great ile puzzle garne 
ideal suited tothe 


seling 125,000 copies between 1986 and 1280 


GRANNY'S GARDEN 
PMH TEN 
PETE Swe rUEONER A 


STL 


(02 Itemryhnve bean sen a simple educational 
title, designed to help children become 
accustomed to using computers. However, in 
retrospect, Granny's Garden was so much more than 
that. "aha! Now lve send you h 

nos” you've never near tne previous ching phase, 
then youve obviously nave experienced the te 
Granny's Gacen Yes, the abr enc journey are 
as frustrating now a they were back n 1983, Ard those 

lanacying aragons ae si the bane of your ite, but ro other 
feducaion tle cn ine Beet has been sole to pa learing 
and fun so successful. An utery charming advent 


‘gaming exparience 


IMOGEN 


RELEASED: 86 


» RELEASED: 185 RELEASED: i 
» DEVELOPED BY WICRO POWER > PUBLISHED BY ASF SO=TWARE » PUBLISHED BY: iCROPOWER 
» BY THE SAME PUBLISHER, » BY THE SAME PUBLISHER, » BY THE SAME PUBLISHER: 
KLLERGORLLA CHUEKERGG ADNENTURE 
(rBimazenessty one ofthe Few space shooters on the 
BBC's most ambitious games, and there are plenty — 
along with Elite, Citadel and Ele 
"proved that 8-0 tes coua av 
massive amounts of depth it 
1 starts off ooeng lke ust act 
sgl platformer, you soon escewer 
hat imagen i Itered wth ngenious 
game design ana 


‘There have been countless 
corwersions of the classic 
MrDo! on a variety of systems, 
ranging from the SNES to the 
[Neo Geo. But hardly any of rem 
have managed o capture the 
sly lke some al arcace gare. 
of tre spaceships from Battestar Ny though, dean Stephens 
Galactica. Ital, docking atte ond did it sucessful wen he creates 
of each stage to refuel was suficen Ir Ee His cone a scarly accurate 
jn once youve However, ater love's would become sion of Unversl’s orginal Armed 
rally werked them out:c0, A simple so intense that extra tris tothe wy no more than a power bal, Nir 
icon systorn was also in place to filing sation were requred in oder Do... omy Mr Ee... must seutte 
handle spect tasks suchas taleng to withstand the veious onsaught una the mazes ether colecting 
Unfortunatly, lacks the huge 8 set numberof cherres or Kling 
level of dept that’s found n Ete, tn, t's not 
puzzles but f youre all about the alastng, cgualy the 
‘opened upthe then Cylon Attack oes afar more of the game 
uae aerate. 


ABF Software. Cyon Attack 
rough sp 
set numberof aliens, 


Ha ha! Now I've got you 
T willl send you hone at once 


hie your wizard’ abity to change 


‘greatest conver 
thats avalabe, 


| High-Score — 
1060 


Score 


eo 


EXILE 


RELEASED: 188 
2 PUBLISHED BY SUPERORSOFTWARE 
>» BY THE SAME PUBLISHER, 


CITADEL, 


» RELEASED: 185 
» PUBLISHED BY. SUPERION SOFTWARE 
» BY THESAMEPUBLISHER, 


PLANETOID 


» RELEASED: m2 
» PUBLISHED BY: ACORNSOFT 
> BY THE SAME PUBLISHER, 


CODENAME D PALACEOPNAG SNAPPER 
‘When we consider the Similar to Imogen, Citadel ‘Another great clone. If you're 
amount of scorn that proves that first looks can tunable to tll by looking at 


‘the BBC receives on the Retro 
Gamer forum, it makes us 
‘wore ifthe haters have ever 
actually played on one outside 
‘of school. Even the oifest pay 
of Exe is enough to know that's 
something very spacial And as over i 
your spaceman ifivaes the panet 

Phoebus, continues to mates, 
rainy due ts super abyss, 
‘rassive garve word ang clever 
‘game mechanics. With iss beaut 
‘ooking visuals, maste‘l use of 
soul ang those aferomention 
Dhysies, Exo is quite passbiy one of 
“he most comlex adventures that 
the BEC ever receives. Atue classi =m 


‘opportunity 9 


LORDS OF TIME 


» RELEASED: 179) 
> PUBLISHED BY: VEL 
>» BY THE SAME PUBLISHER, DUNGEON ADVENTURE 


There are a large numberof brilliant text 

adventures on the BBC, but this is arguably 
‘one ofthe best. | feanes a band of evi time las ~ no 
relation ta Doar Who - whe are doing the best a aor 
and cnange history, so Father Time has asked you t 00 
‘hem, Set actoss a varety of ciferent te prod, Lows 
OF Time s acompaling acventze game tet will cause 
your bain to go into overioad as you try to fllow the 
Constartly twisting pot and solve ts emicately designed 
puzles, With ts wel-wrten stor, cover parser ana ray 
puzes, Los Of Te $ a wonderful example, proving that 
you don't need elaborate visuals ta tell an enterainng story 
you do olan on picking itu, then, make sure that you 
rack down Level 8's Time And Magik compilation sit also 
features ed Moon and The Prce OF Magik 


definitely be deceiving. Again. i's 
tie that aopears tobe nothing 
‘more than a simple latformer. 
While there are plenty of patforms 
and objects 10 jump on and ove 
Cadel actualy sp 

fons n 82° ~granheal 
sxivonture. Featuring plenty of 
devious puzdes that requie a fair 
ammount of head serarhing in ender 
to sole them it eorainy kw 
intequed. Wh fs bol, bight vba’, 
pre-game cigitsed spe 

ss eter agtior 
oy, Cadel stnds proudly apart fom 
its BBC peers and remans one of te 
e's greatest moments 


the accompanying screenshot 
= why are you even reading this? ~ 
Planetold was Acomsoft’s answer 
‘to Eugene Jarvis's Defender, and 
pretty good itwas too. Fastor 
than an ammabetamine fueled 
was an intense 
fe business 


wing its 


twas Acomsots 30 
version al nstant 
thanks to those fast moving Vaueis 
and ts chalenging gerepiay. It 
cviginaly called Detondey, but the 
133 rapped duet legal easons 
‘Thanuly the same ting dint 
happen tthe aewal game 


Wd arcade 


yous 


ELITE 


1» RELEASED: 176 
>» PUBLISHED BY: ADOANSOT 


‘Oh, come on! Did you really think we'd do a 
BBC top ten and not include the mighty Elite? 
‘have beon hung up and lynches by BEC owners 
evorynore, Created by David Braben and lan Bel at the 
en Combrioge 
vadng 


toa saggerng varety of home systems and consoles, Even 
now, homebrew updates cornu o get made, ancl Braben 
'sinsstent thar an Eite I defintely on the w 

‘hat actualy happens, though, youl jst hav 
wth one of tne greatest games to ever aopear on Acom’s 
rumle mache 


PERFECT 10: BBC COMPUTER 


Sorry, Ticen't tell you ery 
Unat now? 
LOOK AT PEMOULUM 
Sorry, 1 can't tell you any 
Unat “nou? 
EXAMINE. PENOULUM 

t tell you any 


t tell you any 


GO NORTH 
You bump into a door 


GO'To HELL 
I don't quite understand 


SHORT RANGE CHART 


a 
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Simclai 
ZX8I 


It has been over 35 years since Sinclair changed the 
UK computing landscape with the release of the ZX81. 
With help from key people, Martyn Carroll celebrates 
the micro that was small in size but not in stature 


he Sinclar ZX81 wes biled es @ ‘personal _its reigged crcuitry which consisted of just four chips, 
Computer, as Were many mictos before compared to 21 in the ZX80, 


IBM commandeered the term for its PC Not oniy was it better valve but it invoduced new 
line, The eatier 2X80 was marketed in the features that made it more sutable for general, non- 
‘same way, but the ZXB1 was a bettor advocate for _—_technical individuals. key problom with tha ZX80, 


the general term. Itwas more affordable fora start, was mutitasking ~or rather the lack of it. The Z80 
‘being avalable fr as ltl as £50 when itlaunched in _pracassor really was the heart of the system with very 
March 1981, which was almost 40 per cant cheaper few support functions, so it couldn't update the screen 
than the ZX80. The cost reduction was chietly down to while it was executing code or reading the keyboard. 

‘Ths effectively nied out animated games, although 

coders did devise a clever, i inetegant, solution where 
‘code could be ran during the displays vertcal blanking 


inaval, The 2X81 tackled the problem inthe same AL 
way, but added a NMI (non-maskable interrupt) 
b darts ative hava Ts pve 
interacoty, making dalogue wh the machine fee 
more ‘cil as your inputs were vsuaksed on he samen 
screen. aso threw the door wide open to games. ie nd 
‘J Yet the ZX81 certainty wasn't designed with ‘Marrs, Even 
entertainment in mind. According to John Grant, who f enteze: 
worked alongside Stave Vickers to update the ROM Poerey 


for the new machine, Sinclair's chief wish was to a ‘this ev-image 
imevethe mathratcal function as the 2X80 ony we 


supported intagrs, “The bref from Clive didn’t Be ange 


are SINCLAIR ZH81 


cs 


Tech specs 


ZX80 ZX81 ZX SPECTRUM. 
Proce a0 7308 Za 
Speed zsaitz smi site 
RAM ik K 16k 284 
ROM 4K *« 0K 
ton s012h characters 2x2k characters ‘2x2 characters 25692 pile 
Coloure Monochrome Monochrome 6 
und None None ‘One channel ton cetaves 
Keyboard 40 kay membrane 60 key membrane ‘40 key rubber sheet 
) 159 208.x37mm W775 43mm 232% lc 30m 
Weight 354 3509 5525 
aunch Price E79 (kt, €99 assembled) £49 (i), £69 assembied) £125 (16K), 175 48) 
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Why did you decid to create new games forthe ZXB1? 
‘Alter writing tenor so Spectrum games, and with that 
scene becoming increasing healthy wth new games, | 
‘decided needed anew challenge, At about the same 
time my original 2X8) was found ater alot clearance, 
which made me curious as othe stale of modern 
{games forthe machine. found that they were sil 
‘mostly writen in BASIC, jerky, and unresponsive ~ 
just Uke many ofthe garnes 30 years ear, Iwas sure 
that | could do better withthe knowledge had gained 
from the Spectrum. 


‘How did you get on withthe 2x81 back in the day? 
| was quite young when | rst saw one -nine or so—but 
{ound typing in programs from books fascinating and 
slowly learned to program in BASIC, This led to geting 
Spectrum and more programming, athe way toa 

career 3s a programmer. The 2X8] was defintely the 
spark fr my programming and professional ie, 


beg 
oom, th 
‘os wa 


the computer as leeds 
the 2iao lhe XR Sees Bane een AD 
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What has been the general reaction from gamers in 
regards your ZXB1 releases? 

The reaction has been overwhelmingly postive, 
although for same, the Zeddy wll never really be 
games machine. The games are well ked amongst 
small bu very appreciative audience, and the 
rmedern conversions attrac the attention of the wider 
audlences, especially my conversion of Crossy Rood. 
“Theicence holders are usually aware ofthe machin 
‘ost having had one, and so lng as I respect thei 
‘eapyright and dont make a profit they ae very 
supportive of my work. 


What are the main technical challenges you face 
when coding on the 2X81 today? 
Memory and speedare the main two challenges, 
‘especially as they are linked, You can make code faster 
byunroling loops but that takes more memory. There 
are usually aspects in every game which take alot of 
thought work around, but asa programmer that's 
half the fun. 


What's next for Bob's Stuf onthe ZXB17 Do you 
hhave any specific games or style of game that you 
‘would tke to attempt inthe future? 

{don't currenty have any plans forthe 2X81 atthe 
moment as Im vriing an isometric engine forthe 
Spectrum. do sil have a 3D Wolenstein-siyie engine 
for the system whieh think should one day be put to 
Ls in areleased tle, andthe whole concept of doing 
Donthe machine isan nteesting challenge. Maybe 
‘one day do an OutRun or Mercenary-style game 


i Ths KevirToms classi debuted on Tandy TRS-60 hardware 
butitwas onthe ZXBI (and 280 with the BK ROM upgrade) where 
inraly rompedto victory. This version was text-only withne 


snimated match highlights but once grabbed you there was no 
letting go Adéctve Games indeed, 


190 down to a great level of deta,” he recat. “The 
‘main requirement was tha floating-point functonalty, 
and Steve implemented the Chebyshev polynomials 
that were used fora ofthe tng functions. The big 
difference between the ZX80 and ZX81 was the ROM 
size, The bigger ROM was a result of Moore's law 

Jon is referring to the doubling of the ROM size, up 


10 8K in the ZXBI. The extra space enabled the team 
10 beof up Sinclar BASIC with extra commands while 


stl retaining the one-touch keyword entry system and 
line syntax checker ~ two of the ZX80's respacted 
and usorfrondly features. "| made the keywords 
single keystrokes partly to help people wha were new 
+0 typing but also because not having to recognise 
keywords saved some ROM space,” says John. 
‘Sirlaly, | cidv’t want our users to have te suffer 
bing told by the compiler that they'd made the same 
‘mistake in half a dozen places. Also, by compiling each 
line as it's entored you Koop the program in a more 
compact form - useful when there's only 1K of RAM," 
The ROM size might have doubled yer the internal 
memory was pegged at a meagre 1K, making 3 


= 


ek Diekion staring cust Sela Resouces 


‘Easy the most famous and influential tile avalable for the 
‘computer seems riculous to use words ke ‘atmosphere and 
‘tense’ when talking about ser: 2X81 game, but Maealm Evans 
realy di raise the oldnecchairs wih this proto irs-person te 
The BD effet is til suprsinly effective 


G61 made the keywords 
single keystrokes partly 
to help people who were 
new to typing 99 


JehnGrant 


RAM expansion pack a mandatory purchase, The 
display remained monochrome and sound was stil 
nonexistent. The ZXB1 didn't look the same however, 
‘and not just because the casing was the traditional 
Sinclar black instead of white. The ZXB1 was the fist 
computer designed by Rick Dickinson and he was 
keen to evolve John Pembloton’s ZXB0 design while 
stl retaning its sleek form factor. 


Live's preference was for a smal, neat and 
elegant package,” says Rick, who joined 
Sinclar as an in-house dasignar in 1978. 
“As the ZX81 folowed on from the 2X80 
it was important to show this aspect as well as the 
evolution of the design with a natural and feity obvious 
progression. | don't ty to add my stamp to a design 
but | do attempt to evolve the design further with the: 
benefit of changes in technology. We were able to use 
injoction moulding for tho casing instoad of vacuum 
forming as used on tha ZXB0. This allowed for mere 
freedom with shape and detaling and was the major 
singe plus to hit the aesthetics.” 
‘The ZX81 was tiny, measuring 167mm wide 
by 176mm deep by 43mm high, This resulted ina 
footprint that was 12 per cent smaler than the 2X80. 
Itreally was no bigger than it absolutely needed to 
be. The width was dictated by the minimum possible 
practical width of the keyboard, which needed to 
feature 40 keys, while the depth was just enough to 
house the PCB. The tallest component on the PCB 


‘was the TV modulator so this was positioned at the 
rear and the case sloped up to accommodate it, giving 
the computer its distinctive wedge shape 

To keep costs down Sinclair kept faith with a 
‘membrane keyboard, but the technology behind it 
had improved and this aded the design process. 

Rice exelains: “The mamtxane manufacturer had 
made inroads and we could purchase a customised 
subassembly of the keyboard with @ small connector 
to the PCB. The ZX80 membrane required that the 
PCB be used 2s the hase substrate, but row | didn’t 
have to extend the PCB size just to accommodate 
the keyboard area, so this was a great improvement 
in terms of design options. The surface textures and 
print quaity for the memranes also improved and this 
bonefrted the agsthattc characrristics, 

Rick's work on the ZX81 eventually won him 
‘Design Councl Award, but net everyone was 
fenamoured by the machine's sopearance, with some 
ciios noting is "toy-ke’ quales. Could such @ 
‘modest, low-cost device realy cut it as a computer? 
The general consensus was that the ZX81 was an 
ideal ntroduction to personal computing, Dave Tebbutt 
‘of PCW magazine was one of its admirers, writing 

if you know nothing about computers and you want 
10 enjoy fining out about them, then this > 


SINCLAIR ZH81 


THE GAUNTLET 
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DIOTSOD OMe DODTSDON OTEATONUS 


ROCKET MAN 


BUG BYTE, 1982, 


COLOURMANIC, 1982 


“SOFTWARE FARM, 1784 


1 Don Priestiey made a name for himselfon he Spectrum with 
tiles Uke Popeye ands fondness fr using large spies extended 
‘ackte this polished arcade game. ryngto escape arandomly- 
_generated maze filed wih nasty Mazogs was tiling Dan ater 
‘remade forthe Spectrum as Maics, 


i There were loads of con-op clones onthe 2X81 andthis simple 
version of Konami's Scramble was probably the best. Yes, you 
fred eha fl stops and dropped deadly semicolons, but you 
‘overlooked the basi presentation you were eft with challenging 
and playable version of the original 


‘How do you produce high-resolution gaphies on a stock 238)? 
You do what Software Farm dd and cde your own veo display 
routine. The frm produced four tte using his clever technique 
2andthis fun platformer was the est, proving ha the aging ZXB1 
‘wast eapable of surprisng gamers, 


6 


66 


UNCOMMITTED LOGIC ARRAY 
The Ferran ULA combines mul age 
chipsinio single chp to simply the internaldesgn 
andreduce costs 


TV MODULATOR 

I This outputs vdeo 0 a 
television set, ck Dickinson 
5395"Ipostioned he 
‘modulator a the back as twas 
thehighest eomponentby far” 


CASSETTE 
SOCKETS 

Ear and Mic sockets for 
connecting atape recorder" 
preteredthe jack sockets onthe 
Side rather than the ear as hey 
were more accessible” muses 
Rick Dekinson. 


POWER SUPPLY 
1 An input for connecting 2 VDC power supply 
Tech tothe right sthe valage regulator. 


cPU 
im Theheartofthe 2981, Zilog or NEC 
Za0A processorrunning at 325M 


VUE EE 
x 


ROM 
1 The BK ROM chip contains the system software 
and he exended version of Sinclair Basi. 


RS 
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machine offers a value for money way of doing just 
‘that. Children wil love the ZX81 and | suspect that 
‘more than a few people who ate already familar with 
computers will buy one, just to have a bit of fun.” 

So kids and hobbyists were catered fo, but what 
about the aimportant man in the 
ZXB1 realy crack the mass market? Sales of 40 
in ts frst yeas, rising to@ milion at the end of year 
‘two soundly answered that question (by comparison 
‘ol sales of the ZXB0 wore reported tobe around the 
100,000 mark twas the right product atthe right price 

and it was inthe right place too, asthe 2X81 was 
made avaiable on the UK high street and not just via 
mailorder. The machine also performed wel overseas, 
notably in the US where it was icensed by Timex 

If there was any doubt about Sinclai’s sales 
claims you only had to look atthe cottage industry 
that sprang up to support the machine. Sinclair User 
‘magazine debuted in early 1982 and it was full of 
advorts for ZXB1 hardware add-ons. Sinclair oid release 
the ZX Printr and a 16K RAM pack, but its main 
‘focus was the development of ts next computa, 


EXPANSION PORT 

The edge connector atthe rear ofthe machine 
Isusedfor allaching memory packs and 

coher peripherals 


RAM 

The 1k ofinernal emery, 
provided a ether angle 
chip as seenere or apairof 
5128 chips. 


KEYBOARD 
CONNECTOR 

1A ribbon cable connects the 
boardtothetouch-censtve 
membrane keyboard 


GGIt was hugely 
important in its own 
right. We owe Sir Clive 
Sinclair a huge debt of 
gratitude 99 


Charles Ceci, 


the ZX Spectrum, and this opened up the market 
to enterprising outfits. If you wanted more memory 
then RAM packs of up to 64K were avaiable. If you 
disfked the membrane keyboard then you could buy 
an alternative with proper moving keys. There were 
boards for sound and colour graphics too, plus all 
manner of weird and wonderful interfaces. 

(One vital purchase was a cassotte recorder so you 
could benafit from the massive amount of prerecorded 
tape software that became avaiable. Wel-knawn 
gaming names ike Quicksiva, Bug-Byte, Mikro-Gen 
‘and Siverso't owed their existence to the 2X81, as 
the market was now big enough to support proper 
commercial businesses with fume employees, 


1085 of Revolution Software, Charies Cecil, 
began his career on the ZX8!1, not long 
after leaving schoo), "I became frends with 
Richard Turner who had just disassembled 

the ROM of the ZX80 and sat up a company, Arte 

Computing, to publish the source code. When he 

invited me to write an adventure game for the newiy- 

released 2X81 | jumped at the chance” Charles wrote 
three text adventures for the machine and remembers 
how he'd sell them directly to retaler WHSmith by 
phoning head buyer John Rowand, “’d put on my 

best business voce and tol him that | had written a 

new adventure game - and he would generally order 

5,000 unts at aoaut £6 each. | would then phone the 

printer and ask them to pnt ,000 covers and send 

them to Ablex cassette duplcators, then phone Ablex 

‘and tell them to exnect the covers and to duplicate 

5,000 cassettes and send them to WHSmith, And at 

the weekend we'd issue the invoices and pay the bis. 


It was wonderfully naive but it worked. 
Like most developers Artic hopped over the 

Spectrum whan it debuted in 1982. Tho naw 

computer introduced colour, sound and a better 


Met Ee 
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keyboard, and it wase't drecty compatibie with the 
ZXB1 50 it effectively superseded the earlier model. 
Sinclar cdn’t end manufacture, though, and instead 
positioned it as the firm's low-cost option by further 
reducng its price. That strategy appeared to work for 
Sinclar as the 2X81 was reportedly stil shifting 20,000 
Units a month by mid-1983 despite the Spectrum 
doing mega business. 

While the ZX81 is seen as the stepoing stone 
between the primitive ZX80 and the highly-popular 
Spectrum, it certainly shouldn't be dismissed as just 
that, “The ZX81 was a stepping stone,” says Charles, 

‘butt was hugely important in its own right. We owe 
Sir Cive Sinclar a huge debt of gratitude, 

John Grant comments: “The 2X81 was a halfway 
house on the way to the Spectrum. If the 2X81 hadn't 
been produced, Sincair would have had to go on 
seling the ZX80 and | don’t imagine it would have 
compared that well with the competition by the end 
Of the second year So the ZX81's role was to keep up 
the momentum, 

Rick Dickinson is also appreciative of the computer's 
place within the evolving ZX ine. “The 2X81 was a 
clover piece of dasign and heralded mary fists,” he 
says. “The Specirum was an evolution of the 2X81 
[ust as the 2X81 was an evolution of the ZX80. You 
‘could argue that the ZX81 was @ stepping stone, but 
to me they're all stepping stones in stict chronotogy. 
There were always technological advancements 
to implement. As for the ZX8! in isolation, itis my 
favourite, and I've also heard Clive comment that i's 
his favourite, 00, But aside of favourtism, it was the 
‘computer that broke the mould in many ways and 
encouraged athers to emulate or develop further” 
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SINCLAIR ZH81 


IT PROVIDEI 


AFFORDABLE 


ACCESS TO GAMES 

‘mRetaing for less than £50 in itorm) the ZB was 
the ongina low-cost computer and an expensive galeway 
togamesgaore 


IT HELPED CREATE THE UK 
SOFTWARE INDUSTRY 

‘m Countess software houses (ke Guicksiva, pictured 
ove wer formed ying the foundations for thehome= 
grown gaming market, 


7% 


IT GAVE GAMING LUMINARIES 
ALEG UP 


|mMany wel known developers cut ther coding teeth onthe 
2x81 including he Likes of Costa Panay Raffaele Ceeeo and 
Jen Riman oitured. 


IT POPULARISED 

FIRST-PERSON GAMES 

‘m With he release of 30 Monster Mazen 1982, the 2X8) was 
home tothe fist game to deliver ru first-person tls. 


|The ZB influenced the design ofthe Spectrum which 
‘would become one of he bigest-seling and best-loved 
‘Beiteamputers. 


” 


NOT JUST A COMPUTER TO PLAY GAMES ON, THE PROFFESIONAL- 
LOOKING DRAGON 32, COMPLETE WITH THE BEST VERSION OF 
MICROSOFT BASIC, WAS TO RIVAL SPECTRUM'S SINCLAIR. MARTYN 
CARROLL CHARTS THE HISTORY OF THIS CHUNKY 8-BIT MICRO HOME y 
COMPUTER, MANUFACTURED IN THE FORMER STEEL TOWN OF PORT 

TALBOT, AND DISCOVERS WHY IT'S MUCH MORE THAN JUST “THAT 
WELSH COMPUTER"... 


MR 


DRAGON DISCOURSE he Dragon 32 made its UK debut in August 1982, 


fall of Dragon Data is fascinating: a 
and struggle, buy.ins and buy 
' the machine sal, so wore y 
ot going to get bogged down in al the boring 
comorate detals, 
In short, Mettoy was strugging financialy and formed Dragon 


itcame up with a cunning pian, 


ANOTHER CUP OF COCO 


I's reasonably wel known thatthe Dragon 3: 


sume Dragon Data simply icensad the CoCo design for use in the 
you'd be wrong, What actualy happened was that Dragon 
"portowed' the Motorola chipset configuration on which the CoCo 

\was based and than made a few tweaks to diferentate the 
Dragon 32. 


had to cope with a cheap calculetorstyle keyboard, 


“THE CHANGES MADE NOT ONLY PREVENTED THE DRAGON 
32, FROM BEING A COMPLETE CLONE OF THE COCO, BUT THEY 
SERVED TO IMPROVE ON TANDY’S TWO-YEAR-OLD MACHINE” 
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DRAGON 32 


Year released: 1982 
Original price: £175/$283, 
Buy it now for: £5-£10/$16 loose, £20-£30/$48 completa 


30%, 
‘aCo} 


Associated magazines: Dragor 
The Rainbow 


Why the Dragon 32 was great... The Dragon was 
an exsellant gonoral-purpose machine that catered for 
ifferont types of user. Beginners were offered an excallont 
introduction to programming thanks to tha inclusion of 
Microsof: BASIC, while serious usors could purchaso a 
Wide range of utity and productvty software. Johnny 
Gamer, meanwhile, had access to hundreds of arcade and 
‘adventure tiles. The Dragon could pretty much doit al 
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So the Dragon soundly out crafted its US cousin, but how did it 
‘compare with the other &-bits that ware clamouring for UK markat 
share? We can ignore the Commodore 64 for the time being, 
because while it was released at the same time as the Dragon, its 
intial retail price was £299/$485, The Dragon's battleground was 
the cutthroat sub-£200/$324 sector, which, in ate-1982, was firmly 
Under Sincla’s control. The Spectrum 48K and the Dagon inially 
retalled for the same price (around the £175/$284 mare), but stick 
thom side by side and i's hard not 10 smile the Specey really doos 
look ike 2 chia’ plaything next to the Dragon, wit its robust cream 
case and professional typewrter style keyboard. Drop a Dragan on 
your foot and it would hurt, whereas a Spectrum would probably 
bounce right off Not only dd the Dragon look like a proper computer, 
butt had al the ports and connectors you'd expect. n addltion to 
the parallel printer interface there was @ colour monitor sockel, twin 
joystick ports and a siot for plugging in cartridge software, Like the 
Spectrum, the vast majorty of software was available on cassette 
and loaded via @ thid-party tape player, although an official Dragon 
'5.25:inch disk drive was launched in 1983, 

‘While the Dragon couldn't match Spectrum's generous 48K 
‘memory, t boasted ane of the best versions of BASIC avaiable, 
Microsoft BASIC was quick, command rich, user friendly and 
perfect for beginners. it was clearly superior to the Spectrum's non- 
standard, nonsensical one-touch BASIC system, and was perhaps 
only bettered by BEC BASIC, Programming tasks were also aided 
by the Dragon's CPU, the Motorola 6803E, The 8-bit processor 
exhibited some 16-bit vaits and could reasonably out-power the 
popular Ziog Z80 and MOS 6502 CPUs that were inside almost 
‘every other machine avaiable at the time. However, it was the 
(6809's individuality ~ promoted as a unique saling pont ~ that would 
Ltimately cp the Dragon's wings. 


PLAY THE GAME 
Now, despite what the stuffier computer magazines of the 
day claimed, most of us weren't buying computers to spin 
data on a spreadsheet or drive a home business database, The 
entertainment market was massive and more often than not it was 
the quality and quantity of available games that prompted buying 
decisions. In particular, the acid test was how accurately a home 
computer could mimic the latast arcade tte. 

The Dragon 32 was 2 capable games machine, but no amount 
of customisation could hide the fact that the core CoCo technology 
was already two years old. The sound capabllties were fine ~ 2 


Th the ost separ planer peared nthe Orage, nd esl ol nr nagar ter versions 
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MICRODEAL MICRODEAL 


‘Theindsteymayhav been mor innaantbackhae, then eae a coping he 
Intestate ps, mast paises were uly sel 


single square-wave oscilator could be controlled using simple 
‘commands ~ but the graphies were lacking. The Dragon had seven 
levels of resolution — two lo-res text modes and five hi-res graphics 
modes. Nine colours in total were available, but there was a trade- 
off between colour and resolution. For example, at the highest 
possible resolution (256x192) it could only display two colours {in 
this case black-and-white or black-anc-green. A further frustration 
‘was that the text and graphics modes could not be mixed, so in 
games ft wasn't possible to easily print legends on sereen ike 

‘score” or “status”. 

To compound matters, UK software houses ald not throw 

support behind the Dragon because its programimers had little 
for na prior knowledge of the 6809, By 1983 it was clear that for 


WHEN IT COMESTO 


‘A cagetes £8 cach 


Micedealrusthave pen Ccher’snhstance on advertising fu sage cour ads ris 
sis spears inmost iss Dragon User, 


DRAGON 32 


SIMON HARDY Q&A 
In putting together this article, Simon 
Hardy of wwrw.dragen-archive.co.uk 
offered invaluable help and assistance 
‘As a way of saying thanks, we invited 
Simon to tell us a bit about himself and 
publicise his excellent resource 


{ust playing the garnes 


‘When was the very first time you used 
Dragon computer? 

(When | was ten | received a Dragon 32 
for my birthday and | fondy remember 


Dragon Archive? 


siting with my parents playing Questor 
Horse Race. tcc take me long to start, 
learning to program thanks 1 the excelent 
manual that came with the Dragen 22. 


‘What do you think are its main assets? 
owed that fact that thad a aropee 
keyboard, could be modified and 
‘expanded easly (ask arves, modems, 
HAM radio, digital /O boards, memory 
‘upgrades and s0 on) ang was more than 
[st a machine 0 play games on, Serious 
‘Sofware such as Forth, word processors 
‘and even a simple DTP package quickly 


‘The National Dragon Users Groun was 
a great source of humour, support and 

information aout what eise you could do 
‘with your Dragon when yau gat bored of 


Could you outline the history of the 
The archive was feunded by myself some 


years aga to try to collate and preserve 
information and software relating to the 


Dragon range of computers, A number of 
people provided valuable input and materia 
“hetabla contributors nluce Rass 
Hamniton forthe content of his defunct 
Dragon Software Archive and Richard 
Harding for deals of al the protatyee 
‘machines. Since then a community has 
‘grown up around it, with many remoers 
ontrbuting tothe growing colecton of 
‘software, books and information, We now 
have aroun 40 per cent of al advertised 
Dragon software archived along wth tools 
te alow colectors to restore damaged 
tapes and cises, The community is made 
up of @ small rumber of peonle who have 
usually grown up with the Dragon 25 

ther fst machine and wish to contnue 
the memory Ths eludes collectors 

and archivists, emulator authors, and 
‘programmers of some ofthe original 
‘gars from the Eighties, 


ee to 


the site in 


What plans do you have 
the future? 

Mote of the same. My time is ited so 
T have to be eateful about priorities when 


‘n content 


'tcomes to additions tothe site. | am 
currently in tne pracess of uploading every 
ssue of Dragon User magazine and woud 


information section gow 


How can Dragon users help you with 
the site? 

I know there are lats of retro collectors out 
‘there and some of them may have Dragon 
software tucked away. 'm always on he 
lookout for any tapes or cisks thatthe 
archive doesn't currently have, and | ean 
provide assstance and instructons for the 
entie process of preserving software, 


Would you like to see more homebrew 
software developed for the Dragon? 
Yes, the Dragon isan excellent machine 
ta code for Whether or not is passile to 
launch commercial homebrew as currently 
foceurs on other patfarms remains to be 
seen, but love for poopie to release 
homebrew inta the community. | ean even 
‘et up a section onthe weosite if peosle 
ate inorested 


Fot the Oragon 32 


Met pblsers have sore saan nthe lst, or CALI. 
aus bay ose erent teaser 


DRAGON'S BANE 

Initial sales ofthe Dragon 32 were impressive. In the first six months 
around 40,000 machines were sold, many of these in the Boots 
‘chains of chemist. The decision to parter with a high-street store 
was clever, because it meant that potental buyers could see the 
computor, test drive it and then take one home if they desired, 
Compare tis to Sinclair's neterious mai-ordar dapartmant, which left 
customers waiting months for their machines. 

Strong sales saw other high-street names clear space for Dragon 
stock. Manufacturing was moved toa large factory in Port Talbot and 
production was ramped up to meet demand, However, Dragon faled 
to consider that sales would natural fall off during the spring and 
‘summer, and the stock began to pie up. It can't have helped either 
that the competion had become fiercer than ever. The plucky Orie 
launched in January 1983, and in the summer Sinclair famousiy 
slashed the price of its Spectrum, with the 16K model nesting just 
Under the £100 mark. 


“TT WAS THE PROCESSOR'S INDIVIDUALITY — 
PROMOTED AS A UNIQUE SELLING POINT - THAT 
WOULD ULTIMATELY CLIP THE DRAGON'S WINGS” 


‘a game to be a commercial success it had to be released on as 
many platforms as possible and this was usually done by porting 
the code between machines with the same processors. The 
Dragon, however, was effectvely outcast because ofits unique 
CPU. To write for the Dragon meant starting from scratch and 
many developers couldn't justify the time and cast. 

‘Thete were a few exceptions. Well known UK software 
houses such as Ocean, Imagine, Beyond and Software Projects 
all dabbled with the Dragon, whie CRI and Incentive released a 
number of quality tiles for the computer. In addition there was @ 
small amount of homegrown software, but it was nowhere near 
enough to satisfy starved Dragon owners. To fll the gap, Dragon 
Data ance again looked to the US market. Over thero, a good 
‘amaunt of decent CoCo software had built up and Dragon Data 
set about licensing it for sale in the UK. Due to the fact that the 
BASIC ROM was arranged slighty differently on the Dragon, most 
CoCo cassette software would not load, but they could be fixed 
Using a fatty simple conversion process. Cornish software house 
Micradeal also began to convert CoCo software for sale on these 
shores and quickly grew to become the Dragon's most prolific 
publisher, roloasing over 200 games botween 1982 and 1988, I's 
best remembered for its fast-paced arcade games, particularly 
‘those starring baspectaclad company maseat Cuthbert. 


‘After a number of delays, November witnessed the UK launch of 
the Dragon 64. As the name suggests, this was basicaly a standard 
machine with double the amount of memory. But at £225/$365, 
the upgraded modal wasn't attractive enough to tempt the Dragon 
22 faithful into uograding (desoite a generous trade-n offer and the 
impencing release of the OS8 operating system). Dragon Data's 
response was to announce two new mode's — the Dragon 128 lak 
‘Beta’) and the Dragon Professional (aka ‘Alpha’ - but in July 1984, 
before ether machine could materiafse, the cash-strapped frm was 
{forced to callin the receivers, As a postscript. a Spanish company 
called Eurchard acquired the Dragon assets and trundled along for a 
‘counle of years, releasing the Dragon 200 (essentaly a Dragon 64 
vith a Spanish keyboard), before t too fizzled out. 

‘The Dragon was dead! ~ or maybe not quite. As news of Dragon 
Data's demise spread, stores quickly began to offload their Dragon 
stock at bargain prices. Generous bundles were avaiable for as litle 
as £80/$130, and Dixons slashed the price of the Dragon disk dive 
to £100/$162 iit launched at €275/$446 less then a year earlier) 
Punters who either didn’t know or did't care about the parent 
company’s collapse snapped up the stock, sweling the user base. 
‘And what ai it rally mattor that Dragon Data was no more? It had 
done its job ~ the hardware was in the hands of users and software 
support would continue for years ta come, 


REBORN IN THE USA 
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DRAGON 32 
PERFECT TENGAMES 


There were hundreds of games that were released for the Dragon 32, including a few familiar titles and lots 


of system exclusives. Here are ten of our personal favourites, in no particular order 


Scoremooooom 


Plager Ntevel 0lBonus 
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JET SET WILLY 

>» RELEASED: 165 

» PUBLISHED BY: SOFTWAREPROLECTS 
>» CREATED BY: ROY COATES 


» BY THE SAME DEVELOPER: STAVE ADDS 
()] The Dragon version of his asi platormer was 
not an afterthought; it was developed in tandem 
With the more famous Spectrum and BBC Micro 
‘editions, Ard dossite what Boot fans might say, Chuckio 
9.09 the Dragan just about nicks tas the best ncamaion 
ofthe game. I's vibrant las you'd expect, seeing as it uses 
‘that elassc Dragon colour set ot green yellow ue ar rel, 
“ast paced, bucket loads of fun to play ant a's represents 
serious ng.tern challenge, athough we stil have no Kea 
whether or not features the ful selection of levels -rany 
cue Out sks nthe chicken shed ae sedyacking| 


> BY THE SAME DEVELOPER, MANE MINER 
(1D Titi someting os cures nthe Jt Sat 
Willy canon, and not just because it’s the only 
‘monochrome version (the only way of successfully 
re-creating the game was in high-resolution mode). As 
away of compensating Dragon owners forthe absence of 
colour rograrnmer Ray Coates adied 13 extra rooms to 
Miner Wiy's already rdiculouslyoverszed rransion. Part 
Of the fun sin finding the aditonal rooms ~ you'l probably 
Wart to revs the beacn ancl expire the forgeien abbey. 
Cortes obviously hed a fine sense of numau” as one ot hs 
acdtonel rooms is ented ‘Matihew's Next Game, an f's 


these cays, 


DONKEY KING 


» RELEASED: 183 
» PUBLISHED BY: ICROOEAL 
2» CREATED BY Tom vixsor 
» BY THE SAME DEVELOPER: 
KATERPLLARATIAGK 
‘The Dragon was home to 
hundreds of coin-op clones, 
‘which was only to be expected 
in those heady days of the early- 
Eighties. 0 tiem al, Donkey King 
is the most blatant —not to mention 
the best I's masta carbon copy 
of Nintendo's origina, ony with 
‘everything viewed nurs Drago 
an. Al out ovals ar feature, 


al = 


THE GUEST JM Mar Kong are there, and the 

reas gure occ sae 

EMS COLLECTED 00 TIME Info we'd go fo ayn at 
home comer Rel at 


‘was saling a te too close tothe 
‘wind, Mietodoa ater changed tne 
he Kin 


DEVIL ASSAULT 
1» RELEASED: is 
>» PUBLISHED BY: MICRODEAL 
2 CREATED BY: TOMMxSOFTWARE 
> BY THE SAME DEVELOPER: 
COUTHBERTINTHE ANGLE 
Devil Assault is» clone of 
Immagie’s Demon Attack — 
‘see what they did with the name? 
Ifyou unfair wit the gina, 
its basicaly a tiopy version of Space 
Ivars, wit the payer having 
shoot down a numer af fast maving 
‘enemies. Del Assault retains 
‘he orginal’ soeed and sienced 
any accusations tat the Dragon 
‘oul only cope with sow-paved 
plavormers and maze games. 
nique feature is tha, ance fed, your 
shot fllows the path of you shio $0 
YyouTe abe to effectively nome m on 
ners. I's as hecte as hel and 
‘one ofthe best arcade shooters on 
the machine 
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pletely empty 


» RELEASED: 18 
» PUBLISHED BY: DESIGN: 
» CREATED BY: PANDOW SOF 
» BY THE SAME DEVELOPER, 
DAAKSTAR 
This deserves special 
‘mention because of how 
Itimitates a vector graphic 
display, Nawray, t makes use 
af the Dragons highest resolution 
rede, but he back-on-reen sisplay 
Works much better han te pln 
black and wate, Unice many vector 
conversions for back nthe day 
rommel’s Revenge s genuinely & 
royte ply thanks tothe speed and 
smoothness of the graphs, The 
gameplay is 50 reat, nicely ro 
creating the amesphore and tension 
of the arcade ergnal. Shooting 
‘enomy tanks and watching them 
‘explode n a shower of verter shapes 
is as erjoyabe as ever 


PERFECT 10: DRAGON 32 
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GRIDRUNNER 


'» RELEASED: ina) 
» PUBLISHED BY; SALAVANDER 
» CREATED BY, JEFFMINTER 
» BY THE SAME DEVELOPER, 


LEGGIT 

RELEASED: 185, 

"UBLISHED BY: MAGINESOFTWARE 
» CREATED BY: N-HOUSE 

» BY THE SAME DEVELOPER: 


BACKTRACK 

» RELEASED: 185 

» PUBLISHED BY: NCENTVE 
» CREATED BY:CM ANDREW. 
» BY THE SAME DEVELOPER: 


Pear Leen MOONCRESTA, 
Anyone who has played Jeff Minter’s Centipede (OQ Thistle known maze 
Jumping Jack on the remix is avery welcome game is one of the most 


‘Spectrum willbe familiar with 
this: i's the same game only with 
a different name, for reasons we 
can't quite grasp. Leo3itis often 
‘verodked due is basic graphics 
and bp-bip sound effects, but to version —tut tre core garenlay 
'gnore tan these ground would fst above many ofthe competing 
bbe madness. The bas premise shooters onthe Dragon, Having to 
isto reach the top of each seen last the space worms that attack 
by jumpngthraugh the gaps he ‘tom the top of the screen whie backtracking of ete. There are 
roving patorms. However, you odgrg the deots and avaiing aso snakes, spiders and ther nastas 
bang you head ar cash with an +he laser fie tom the side and rey, tw avec, and your constant draining 
fenemy i's very kel that yeu gat stil makes fer an intense gaming \wspower fares you a find food 
bumped dawn tothe aot ofthe experience today. For Dragonowning The presentation exellent, with 
screen. So t's ty ty and ty again Yak fas, Salamander aso released ppsuedo 2D effect representing the 


addition to the Dragon's software 
catalogue. There's 

about tis paricuar ve 
‘game —the graphics 3 nice and 
chunky, lookng a lt Ike the Vic-20 


refreshing titles available for the 
Dragon. Gude the main characir 
through a ware af intrconreiing 
roams, searching for tre seres of 
keys that are needed to unlock the 
xi. To comalicale matters, te keys 
‘must be callecta inthe corect order, 
and te fist one you need will usually 
be the lst one you find — hence the 


Billaly spo ane simpy bean Lazer Zone fr the system, ‘ovement between rooms 


THE KET TRILOGY 


» RELEASED: 185 

> PUBLISHED BY NCENNE 

>» CREATED BY. J MARTIN ANDRCCORNACK 

>» BY THE SAME DEVELOPER: BACKIRACK 

(09 Tes ingen war the bat lator for 
text adventures. Thete vias na lower-case font 

fora stan, so everything was capped up, and because 

ofthe resourion imiatons, develoers count 

easly ad location graphies to tox dascritons. For 

adventure game fans, The Ket Tlegy was probaly the 

best bet as Leontained thee chalengng, wel- writen 

advoniues for ane vory rice pie fit was especialy 

good valo won you consdored that he theo 

silfrent pats were released separately as fulsice 

‘games forthe Spectrum. To roundoff his quay 

roieaso the inlay was adorned with some typicaly 

howe OF Frey artwork, 


AIRBALL 
2» RELEASED: 187 
» PUBLISHED BY: ViCRODEAL 
> CREATED BY.EDSCIO 

5 THE SAME DEVELOPER: ARMOUR- GEDOON AMIGA 

sn 
[O Ratzsgt to 187 At proved tht tare 
was still a market for quality Dragon 

software, This sometric adventure sees you ring 
ball acura series of tcky 30 level, tying to find 
a mysterious spel book (or something ke that — we 
wore alvays too busy gawping atthe graphics to try 
and figure out what the nel was actually going on) 
You need ony to compare tis to any game released 
con the Dragon in 1982 of 1983 to reiaase what a gant 
Joan forwart it epresenied, twas later ported 0 
sovera superior systems, incucing the Aig, Alar 
ST, PC and lunafcialy! the Garre Bay Advance 
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COMMODORE 64 


The Guinness Book of World Records lists the 
Commodore 64 as the best-selling homme computer 
of all time. Andrew Fisher talks to the people who 
worked with the C64 and continue to love it 
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ommodore's C64 was a suprise when it fist appeared at 
the Winter CES in 1982. The VIC-20 was stil seling, out the 
new machine would be bigger and better in many ways 
Jack Tramiel was gambling on the drawing power of 64K of 
memory, more than the Atari 800 and Apple Il, hoping chip 
prices would quickly fall. While the £370/$899 price tag at launch in 
August 1982 was much lower than expected, the small unit cost made 
itvery profitable for Commodore 
‘A number of aggressive marketing techniques, such as rapid price 
drops and a scheme where rval machines could be traced in fora 
discount also halped sell the C64 over the fist faw yaars ofits release. 
' did not get itn 1982, because the price was too high. | have my 
receipt some place in the house. | thnk it was 4 August 198: 
‘Ametican fan Robert Bernardo. "I went to Federated Electr 
Stockton and bought it there when the price went to $198.8 
Many got thet first machine as a present. "| think it was around 
CCivistmas 1984, | was fuly expecting to get a Spectrum ~ luckily my 
Mum and Dad thought a proper keyboard Would be better,” says Dan 
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Philips, programmer of Armaiyte, while artist Steve Day got his for 
his birthday in 1985. "The two reasons for me having one were 
Way Of The Exploding Fist and Eli." 

Programmer Simon Pick wes en summer holiday from school in 
1984 when Visions Software Factory sent him a C64, enabing him 
to convert his BBC Micro game Dare Devil Dennis, Tory Crowther, 
on the other hand, worked in a software shop and showed his boss 
2. 3D maze game for the VIC-20, called Amazing. “He said if wrote 
him some games on the C84, he would give itso me. So that was 
how | started, | wrote six games, and I gat my C84 and a cheau 

‘As many of us did, John and Stave Rowlands worked all summor 
to earn thers, “As much as we enjoyed playing games on the C64, 
the dive to develop our awn software is what kept Us up at night," 
says John, Programmer Andrew Braybrook was working with Steve 
‘Turner at Graftgold. “We frst got a C64 in early 1984, withthe 
house-brick’ 5,25" disk drive and the ‘soap-<ish’ tape deck. | had 
been playing games on the C64 for over @ year, mainly Attack OF 
The Mutant Camels and Matrix, and wanted to see what I could do, 


‘The C64 was a worldwide hit, seling 17 milion units. It emai 
relatively expensive, compared to UK rivals the ZX Spectrum and 
‘Amstrad CPC. The C64's sprites and sound often proved decisive 
in playground arguments; infact, Sprites & Sound wes the working mer and publisher, R cuiky iti 
tite for the Newsfield magazine that became Zzap/64 and gave w i iy event : 
roadars honest reviews. D'sk drives were expensive, meaning that : lone ; 
most UK users made do with the tape dack and long loacing times. : 
ln American classrooms, the batt was with the Apple I, prompting tly gory fst Cin 200 i 
‘Commodare to launch the Educator 64 in 2 sturdy matal caso. 
‘American companies including Actwision and Epyx dominated 
(064 games at first, before the balance of power shifted to the t 
UK, Pracy helped boost populaily in Europe. The latest games 7 
spfead via the post and bulletin boards, the crackers breaking copy : r 
protection, adding cheats and colourul intros. These evotved into r 
the demo scene, pushing the hardware further. The Netherlands i t : 
was a key market, as collector Richard Lagondik explains, 7 
“Commodore was the market leader in the Netherlands. There h 
‘were people with an Atar, and schools often opted for tha budget sata beaparotit tsa peat 
Sinclas Spectrum, but the best saling computor was the C&A. 4 
‘got my C64 on 5 December 1983. If you were a good child all year, 
you got @ present from Sinterklaas. | must have been very good 
because the present was incredible. | played with itall evening. | 
sill have my frst C64 and Datasette including the original boxes. 
Richard's massive collection is displayed at his Commodore 
Information Page wobstte, 


Inside the C84 were the two reasons it was good fer games: one 

the sound and granhis chips, knawn as SID and VIC raspactivly. aa eon 
I was the only decent sound chip in any of the home computers,” 

‘musician Rab Hubbard says, in praise ofthe SID chip. “It was — aon 


similar to 8 simple analogue synth that | was used to working with, 
Three independent sound channels had programmable waveforms 
and envelopes to create sounds, and the analogue fiter was a 
feature only found on expensive keyboards. Sound sampling and 
‘speech synthesis fon games lke mpassible Mission) was really 
impressive, "The sound chip was awesome: probably never quite 
matched by any other machine," agrees Simon Pick. “I'm the voice 
that says 1, Ball inthe classic Firebird game, so | guess | can claim 
to have worked with Robs Hubbard! 


se honebe pes he 
Cetanabatroe athe Ct 


STARS 
000004500 153 


= The Thalamus Classics 
Thalamus, founded by magazine publisher Newsfield, had 
an attitude of ‘i's released when its finished’ 


QUEDEX HUNTER'S MOON 

Stawas Fea hd wowed tho cov with Marin Wake’ 054 ont contains some unsung 
Shoat omps Sanna DetaButhis itd game classics, incutng Cade ad Cramelon Hers 
‘woud prove somewhat fre nthe Ouse Far Moan mised ple wernt with enter, 
Unmate Oeste he layer ato qudealage the payernaung to workhar ofthe four 

30) shere acu zany eraarments Each __starcolsnoaded to compl each ease, each 
ofthe tnlevels had diferent rus aed reasoning level ap‘draws Ret atte str of pay. Ursa 
‘equi tocanplte the, fam smastirg down sound effets that many peop sy sud Ike speech 
locks taclourng nal he squares. An mpressive acconparythedetale Hunter spt was area 
Mac Gray te tue and shop sana etfs. ‘challenge to see te hice evadsequnce othe 
amplemered the shiny rages Hunter ering hoe 


CREATURES NOBBY THE AARDVARK 

ohn an Steve Rowands hada shortbt exon: Insireby the Bie Aardvarkin The Pink Pathor 
tracrecod, culating inthe outstanding Mayhem Show th last rolas rr elas was aera 
IpMonstvand The cate raghesof Creatures traveling pe, min platform and mae secon. 
were by bee, asthe dena crapped and Ths anarna into animation shows Nodby Feng 
rortued Furies. was upto hero Chae Rade to aut about Antopia om 2 ar, andthe gee flows 
‘tom treughuge sling pair evel Fghng his ourmey to reac Ring arin cart, dingin a 
Hkmans, elt shin he Weky ere serene lo smarne and explring Alas al stand nth way 
rescue sends, Pras als foro ar shonkem- of Neby's nl quest destroy ae ete ant 

Up Alterac, leased by Talarus, and Cyberyre_vilge Beau carton graphs a set usc 
Wirraran ve th Dimersoncelion rake ths ea lease play 
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‘The VIC chip had a large palette of 16 colours, three of which 
‘wore shades of grey. However, to create multiple colours, 
horizontal resolution was halved. This gave rise to the accusation of 
blockiness levelled at C64 games, though the sprites could move 
‘over background granhies without erasing them, which was useful 
for writing games. Harcware tricks relied on the chip's ability to read 
the position of the raster beam that created the screen image 
really enjoyed hacking the machine and seeing what we could 
mate it do," says Tony Crowther, “All the way though my time on, 
the Cé4, Iwas trying to push it that tle bit further. 48 sprites on, 
screen, sprites in the borders, audio samples, playing music while 
loading... It was brant, saving new toch evo 


ARE YOU KEEPING UP 
WITH THE COMMODORE? 


“The Commodore 64 changed form several times. The portable 
SX-64 was heavy fora laptop, but had an excellent five inch colour 
display, The Commodore 128 had a C64 mode for backward 
compatblity, as well as the native 128 mode (home to just a fow 
games) and CP/M mode for businesses. 

In 1987, the C84C mode! launched with  slek wedge shape. 
‘The revised motherboard was cheaper to produce, but the 850 
sound chip made samples sound quieter. Commadore regularly 
changed the games bunded with the various machines in an effort 
to earn more sales. The final change was into the C64GS (Games 
System) console, The Cé4 always had the ability to load software 
from ROM cartridge; early hits on the 16K cartridge included 
International Soccer and Jack Attack The now GS cartrdgos had 
larger memory through bank switching, but also worked on the 
standard machine. 

“The console sold just 10,000 units, despite the development 
of fantastic titles including the Shadow Of The Beast conversion. 

"Commodore really didn’t have the resources or experience to 
compete in the cartidge-based industry, where the hardware 
‘manufacturer not only dictated the standards but usually set the 
standards with their awn games," comments Gregg Bamett. Even 
\with the poworful Amiga and ST around, the Cé4 hold its own with 
‘many original ttles, and other 16-bit games made a successful 
‘ranstion, including Dafendar Of The Crown and Lemmings. 

‘As the games industry grew, the strong sense of community 
‘and respect influenced the programmers. "Iwas very interested 
in whatever Jeff Minter or Andrew Braybrook were working on,” 
says Tony Crowther. Andrew Braybrook himself says, “Jetf Minter’s 
games were what motivated me to get into C64 games in the first 
place. Archer Macl.ean was also someone | admired: | loved playing 
Dropzone. Wizballwas another game | played a lot” Braybrook 
puts Eto at tho top of his games list. "Up until 1987, | had resistod 
buying 2 C64 of my own, after al, one doesn't need to take one's 
‘work home, and | could play games at lunch-time. But it was Elte 
that made me buy my own as | could see it taking a long time to 
reach Elite status. | never got there | only got as far as Dangerous.” 

‘Archer MacLean also admired Eite. “Like thousands of other 
players, | had my mind expanded when discovering the extent of 
the 3D-wireframe universe conjured up by Fite | thing the fondest 
memories of games were the ones that got me hooked early on 

Leaderboard, satformors lke Bounty Bob, various chain reaction 
‘games like Boulderdash, not forgeting Way Of The Exploding Fist 

| played that with fiends unti the sun came up or the joysticks 
broke! For technical reasons | remember being amazed that Rescue 

On Fractalis worked on the C64, albeit ata realy slow 3¢ps." 

“Dave Collier and John Twiddy,” says Steve Day. “Both of them 
for the "What are they going to make the C64 do next?" factor” His 
lst of arists he admires includes Bob Stevenson, Matt Sneap and 
Paul Docherty. "One ather artist | always liked was Karen Davies 
‘at Special FX. However, at the time | ci't know whose work i 
was, because she nevor signed hor seroons and it wasn't unt the 
internet era that | could put a name to these unsigned images.” 
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{ 4 The Sensible 
Software Classics 


A thoroughly British success story 
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ter werg orate seal enol ends on Kare an Cris 
‘Yates setup Sense Software wih goverment etepse gar 
(ceansgod p Paral, abbr of mlicectona sling sha 
‘evap ad cade adore. Svarded ona planet un by agian 
computer the acess ard its puky gt must nd te eases 
‘expire te fv lees ad everualy shir own te mace to 
‘apo. The senso a mus det, wih the payer suing 
seins to make therm reveal a code et, adits tecricaly ery 
seat, with polshed apis topped off with Marin Galvays ep 
ana psychedelic tte te 
Story tels 3 arkdrarneg tre cos from te land na the wierd 

gettg ito fs bal tocalourisback, With he op of his tlt 

~acatina smal bal th pyr colocs dope of alow tomax 

‘na caukton, Many found the ery stages ficult here the al is 
nunc bat collecting ren pals uperade the al son tums 
ita smoot shoot er-up vith vad enemies en arocknad 
ifely level Marte Gahvay’ ruse aed so much ater, 


wth Cris’ qtar soa for gave ovr and Jars bass ifs for bo 
‘mus sectianhebing hi out 


PARALLAX 


WIZBALL 


Zap wei ithe game of the date and deserved so Te 


INSECTS IN SPACE 
Budget care Galati coupled bare spies wih a Galagesye 
level sytem. Bui was this sane, rgnalywnten fr buget se 
Rack, hich evenly appeared or Hewson’ th Dimension 
camltio that ely tested gars, Wit elements of Stapateand 
Defer, Sar ole mus doer he babies of th Rina frm 
invading space asects, The twin andsapes ard swarms af enemies 
‘mak itaugh, but a magi dist coud can ether warp Sant Helen 
‘aby in pri er swap colectebabas fr powers Her he 
soning bees of Gala’ te mus tthe acid sro if youtake to 
long. ise anater palnas gem, 


MICROPROSE SOCCER 

Ina interview with zap, the Sensible tear revealed that thy ware 
‘thinking about fotbl game promoted by Jon's ove of Tan Wer 
Capithitsrackal A le for a pubishor saw MioProse stop in 
acre alah a, coma with istry ofthe Weed Cup 
are two separate gars anon ape tds, The T-2-ideavdoor 
age eared tarde ard png anda ul Wola Cop certo 
‘The American sas door game ha rane actin na walled 
arora, Clever atin pa, wervag banana Keke, 2 vet of 
Matin Galway ues, deal player pres ad the smoot scaling 
‘vetead pic males oe ofthe best CA foal games, 
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’ The Firebird 
Classics 


British Telecom's software labels published many hits 


ELITE 

Frei won ergs to camer the BC class to 
her itis, and produced the Gold Etonbox 
witha si nvala and spacestip cart Dav Braben 
and an el wore on the O54 conversion Tis was 
far hornage to Stare eating cate retues 
known a Tarbes hat heatred to overun the 
sho. hough he wireare graphs woe slave it 
retained te cep and playabty fhe gia. 


‘THE SENTINEL 
Geo Crmmond vat a master at rograneing 30 on 
a Bbtmachne the sc sting af The Sent was 
super, 10000 maths goretetod landscapes 
‘ute with he Sere! staning ato teas 
paint gare af nares sth ayer robot accu 
theresa energy acs way othe op. The 
slow moveent dient hamper the aospree asthe 
Serine seamed the landscape you. 
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‘THRUST a 

Jey Sits Trustowed alate aad gone 
“rat ith to player ting to esc a pow 
toro ach icky cavern, Gravity was the name of 
the game tanks i te eat europe, wth he need 
toed extra us an the nasty guns rgin wat. 
Later eel saw the rai reverse an the escape 
come msi Ad iva Rob Hubbard scurack 
anaitwasabudget bargain 


GUILD OF THIEVES 

The Ranbed iol ~most er Ari and Atari ST 

games put outs gaosin ge Blo bas ton 
i oxras. The Maget Scrls adventures id 


i 
ane Gul OF Teves waned tert with 
Is dtaied raph scenes ane advanced parser. Ths 
Allowed mutple an compexconmanis toe cried 
‘ut Tho cop of What durlarnagazee ue in 
the bo consined cus far thse wha ound tick. 
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ROB HUBBARD, ON THE Cé4S SID CHIP 


‘The arcacles were @ fertile souree of ideas and from them came 
many great conversions. Considered among the best were EI 
Buggy Boy and Software Creations’ work on Capcom's Bionic 
Commando and Ghouls ‘N Ghosts, both backed with magnificent 

by Tim Folin, There ware also unfortunaraly many misses 
2s arcade hardware grew more sophisticated ~ the much-hyped 
Golden Axe disappointed with only one opponent onscreen, 
Double Dragon by Melbourne House blamed the C64 hardware 
for “splits” in its fighters, and the 3D action of After 
2 lousy C64 game. 

But Dan Philips and Cyberdyne Systems tuned an obsession 
with Salamander into the incredible Armalyte, optimising the code 
to make huge bosses and masses of enemies onscreen possi 
Robin Levy's graphical polish was accompanied by atmosphoric 
2 ‘sounds and music from Martin Walker, himself a raat programmer, 

‘Giving him inspiraton, John Rowlands regulary played cute arcade 
platform games Warner and Midnight Wanderer, and their 
influence can be seen in Creatures. But he drew on the work of 
other programmers as wel 

“We have ahvays been fans of Jeff Minter, more so than any 
i cther developer, | think. We couldn't fal to be inspired by his offthe- 
wall graphics and humour, combined with a great 
cof any machine he was working on. Other devel 

nclude Sensible Software {Wizballis probably our favourito C64 
tite}, Cyberdyne Sysioms (Armaiyte} and Tony Crowther (Slagger 
‘was the frst C84 game we bought). And we'd always chack out 
‘any game that featured a Rob Hubbard soundtrack.” 
By the Nineties, many that worked magic on the C64 had moved 
| remember playing on an Amiga all night at Jeff Minter's 

i house, | cidh't want to leave it. So | spent all my spare cash, an 
‘bought an Amiga 1000,” recals Tony Crowther, Crowther’ fist 
16-bt work was to convert puzze game Bombuzal (designed with 
Dave Bishopl. Dan Philips a'so wont on to Amiga after finishing 
‘work on Last Ninja Il 

‘Consol lke the NES started to take a larger share of the marke, 
while the C64 charts bacame dominated by budget re-aleasos 
and the big games companies began to leave the machine behind 
Developers lke Simon Pick switched to the NES easily thanks to 
is similar processor (the 6502), converting Rodland for The Sales 
Curve. John Rowlands laments, "Mayhem In Monsteriandis the 
game we're proudest of I's just a shame that the C84 was at the 
ofits commercial fe when we released i, as a large number 
2 ff gamers had moved an to ether platforms and missed out on our 

best game.” 


aa 
eT ee 


= Prgrarmers Acre MacLean, Pau 
‘ete an et Mier meeting 2002 


AG 
(cy) 


COMMODORE 6Y 


From the 


THE SOFTWARE HOUSE 


leadfemet irom sales perspective. a pogrammer" mating wt opie lok orwardto seg what 


Barnett lecipoyerernasaceled stare eae mes that ely stato 
Petre en tanto psiedesl eet per esleree 

Westhecétabigpiayerinte econ werk 

Whewestihayoutterds _ Auralonneriett dha say Ths Wy Fh Taran 

Commodore 4? Iivarstnaby te bipesthame Fatboy vat nytt wed acm Christma try wees hae 
Hebirhigertnenn Wee eich donee pc Times sivas 
Debt ne rie ple tec tonal cpiatomgioes to 3 Peanieamyel laaetiy 

‘my initial ta ‘olease of the NES. m lycomes being reused: olpod ‘box Inside there was a C64, some joysticks, 
Waimea citagndmactoe woe ae anlavisebndpatipe: tebett 
ipl ee ; : 

Hep tleoloe hegwece Wosteerpropanmersand Bem Seppe) gto be Nmap ype 
imsetweriretaicgem frie poyereerintie Kea re NS wae. 
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A LITTLE BIT OF ea he fe that youcoudhed the 
talve hepichiom one eve er 
COMMODORE IN =a cada pp nantes 
ALL OF US rr je ne beer 
‘ Sythe dheadtomscempaerbre 
Poor management saw Commodore ae . ah ’ Thenhe loaded Inpossble Mission and 
gp bankrupt in 1986, Robert Bemando espns peer amos meee 
‘says, “Though | was sad, | was not ‘ryt hresty west 0d 
heartbroken, Commodore Business 
that wel twas sad that there would be no more Wicie omnes 
developments coming out of hs company.” The C65, with ‘groperpa Art roe 
backward compatity, Ariga-quaityoraphies and bitin 3.5° aly abe’ arkansas ing 
drve, was let 28 unfinished, with prottypes sold off at auevon heayten debug Some 
had high hopes forthe C&S. | would have bought ono,” says atrdaserrticeipcnbeceng. 
Bemardo, Simon Pek ads, “I's great shame that a company reel Ca cide eet 
that made suc imovavons and had sucha huge impact onthe Caletorereronerapbingese 
early games marests no more." 

A.wave of webstes and homebrew software kept the a= 
machine ale, and cdl aopear agai in some unusual new eve gto mys 
forms. The Web offered C6 emulation via a PC connected to pss whamassre crcl saegs 
the intemot and a standard TV. Hardware hacker Jeri Elsworth pho Sth ead bb 
designed the C6ADTV, a plugin joystick containing 20 cassie staal beaten cae oe 
games, whch became a bg seler on shopping channel QVC. By berentietaanyeasisoeename 
ceineidanee, tho company had aken over Commodore's former 
premises in West Chester, Pnsylvania. 

Elsworth also cteatad the C-One, designed to mat the 
64, which consisted of a PC-siye motnerooard and "cores" that 
could configure fas lator et he sofware 
Ive agsin,heibing to archive thousands of games end programs 
and encouraging the cretion of new software. The music 
remix sane, inliding bands PRESS PLAY ON TAPE and 8-Bit Se eee 
\Weapon, kept the muse fesh in peoples’ minds, culminate ‘imBeosnovel tis own are emo 
inlve concerts of SID muse in London, Copenagon and 
Stochoim Now hardware has alowed aces tthe er canatoemit | iQ) 
bigger storage thad des and SD ears [opel errs Tacae kant ter 

“There are stil eguiar events worldwide promoting the C64, Webatin 20, aatsiddioclneanoter Fe 
incucing the legendary demo parties. The new releases at every pone orb chaesas Watts 
party contre to push boundaries, frm fl seen video cps to Cnet cos etertan bathe 
sampled songs, Robert Berardo waves tos many events as he waists tas somucrrere 
can. "I find that traveling to Europe to find Commodore always prin andlbogtbatn hance 
exciting. nthe Figs, my favourite events wore the World of souseran ea 
Commodore Shows in Caria, Curenty my favourite show to Ppt elaine tm 
attend isthe Nothalands Commodore Sow, | want tothe Czech suarebondrbutercay 
Republic for sha Monastery Party 2008 and found a group of 
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dedicated Czech and Polish coders who welcomed me into thei 
midst. It was held in a former monastery, and we eamoed out in the 
bbulding while playing and cocing Commodore. 

Bernardo runs email ists keeping users informed of whats 
happening, and last year helped produce the new Sound Ultimate 
pander 6400 audio dightzer. "I'm happy that people are stil 
producing hardware and software for the C64, With such activity, 
the C64 won’ da. | guess that is my mission, to take the C64 
‘onward into the 21st Century." 

‘A wider audience recently became aware of the new games with 
the official Canabatt conversion in 2011, developed by Paul Koler. 
Julian Rignal says, “I was genuinely impressed with Cédanabalt. | 
just love the fact that people are stll making games for the mactine. 
I's become its own strange art form. | ove some of the crazy tech 
demos people have put together - and of course the SID chip has 
become a logitmate part of the musical landscapa.” 

‘And now, with this reto revival, many are returning to the machine. 
“My retum was intialy based upon me feeling | had a point to prove 
‘with myself and certain others. That | stl ‘had it,” says Steve Day. 
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46 Jeff Minter’s games were what 
motivated me to get into C64 
games in the first place 99 


—ANDREW BRAYBROOK 


[0 The Budget Classics 


 ~ The budget labels bought C64 owners 
original games and great re-releases 


MASTERTRONIC CODEMASTERS ZEPPELIN KIXX 


“Tagen many atts, rain garages, 
reagents ard come” shops, Master bult a 
lege Cusness nth back ts get xt. The 
Ficcenot be was he to mary grea roeles0, 
irc te Dvd Crane classic Gtostuterswth 
an aed vada gue a ply we oad. 
(ne of the gest slers was Kista’ 2 Shaun 
Suthers suger srarole salt inspired by the 
BBC TV show Kick Star. fantasti two slayer game 
tmhanced with an easy-to use consti 
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‘TheDarings ought us chap and coef packasing 
ten with personal sures abut ho goad the game 
‘was, BMY Siuitoruas te fest ravingon 
arcade game Super Spin Te Dzy seis was a 

big sel along wit the value frmoney Quatro 
amplations, whi put ow games on 3 sige tape 
New character Seyrout appeared in Dzpstyle 
entre and two grat pratt the maze gan 
Sergeant Seymour Robot Cp, andthe exelent Bomb 
ackinsied Super Secu Saves The Pact 


‘Whore Coderavtars and Matronc had 
succeeded, Zepeln flawed. Amar is frst wave 
releases as the superb sootervp hbo, 
(ne or te layers cools sono faring 0 
escape ter captivity across series of planets 
avant screling ation was backed up 
by aunque pages weapon syste, withthe 
weapens losag svength wen alae ded. The 
aye’ cou also encase when ede the 
nats, adding orgy toa wo gatuced eae 


US Glé mado patton imparting Ameean 
games, alight such as Beach Hea ard 
lnposiie Mion Fe, games cole match he 
wonder speech, ky pus end domaning 
siti action of Dems Caswels ass. Many 
‘aul ager aga onthe Kin busgt abel, wth 
‘Matiracompiaions afer tee gars rhe 
Bc of oe. py eeleases rales the multipayer 
fun of Sureer ames coe ey hi the 
spat its the Leadboard gains 
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"After doing a cousle of images, | realsed | was as hooked as | was 
in 1986. Cross development isthe only way I could do C64 graphics 
again. | couldn't cope with native apps on 20-year-old machines,” 

an Philips admits he stl tinkers with the edd assembler ile, 
\while Simon Pick also retains something of an interest in the 
Commodore 64, “I often daydream about putting some of my back 
catalogue on the iPhone {those games that | own the rights to, but 
| da st somatimes find mysaif wondering what | could make the 
C64 do with al the knowledge I've amassed over the past 25 years. 
Until last year, | worked with Tony Crowther at EA, and we would 
often tal about C64 development and how much simoler fe used 
tobe back then; maybe we should team up and bring the world 
something new and awesor 

"About once a year | wake up having dreamt we were working 

‘on another C64 game ~al fun and creativity without producers and 
marketing departments ~ but the games industry isa different beast 
now. If | were in a postion to develop games purely for fun, 'd be 
tempted to pick it up again,” says John Rowands. "The Commodore 
64 will ahways have a soft spot in my heart." And the same is true 
for many thousands of C64 users, gamers and programmers 


Declcated to the memory of my grandparents, Ronald & Beatrice 
Fisher, who helped buy our fist Commodore 64. Thanks to Richard 
Lagendik (wwwrichardiagendijk.nicip), Jason Mackenze (www. 
binaryzone.org/retrostore) and Archer Maclean for imagas, Mark 
Ambrose far hs CBA and everyone else who took part 


COMMODORE 6Y 


several fantastic games 
PARADROID 


The fet of dreatroupts are otf consol, the robot crews 
rnolongerspandng to cornard, Toffler Daven has 
ben Beare ont th fst sh, alowing te player oak 
rater bes ard regan corr Paaodwasacever 
mixofexloraton ard shot, with he aed change ot 
tho raster sub gano whee payers had tw actate ces 
tolnfuere anowratot, st sased a th erhanced Metal 
Fan but wath out forth Olek tape 883, 


INTENSITY 

Afrgottn or, eeasec by Febid after rato had st 
vith pubshor Hewson. Cols had too rescued frm 
Twang ales, ut the wasn stg Inseas epayet 
nto to separate ships with oe towing the cto te 
‘skmnor dstoyg eras oncotat ard the aig rome 
picking uth colons. tboasted more beaut bas rebt 
‘paps, namics hal evled ard charges shape an 3 
Staleg element inbuyrg entra ships hat took tre ob 


(9) The Graftgold Classics 
zz Steve Turner and Andrew Braybrook produced 


S| 
URIDIUM 


Tis tie the player was ing on the sure of te 
‘teatnauhts, using a maroeuable Manta las hr. Te 
player had to shoot waves of eres, dodge hong misses 
dai dangerous sructres on the sha 0 9c he anding 
sti tefoe te sl cesuctsystom~ achace for bonus 
pms was activated andthe destnaght eld. lense 
a polshed cae the orginal was conguered here was 
Unum with ew eels la troup 


RAINBOW ISLANDS 

‘ter aro tetoon Osean and MiroProse over the Fh, is 
‘xquistoconversan by Gary Foreman fo the Tt ono@ 
as aly gblshed acral an nth allon-up a 
‘Bubble Bobble Bub and Bb sed ranbows til enemies end 
tlm bow he ring water. Super graphics, giant bosses an 
Jason Pages jaunty muse |Somewtere Ove The Raintond 
‘rat th nea the beet carersien,repiatng te gameplay 
seerts ard tks fhe rg but alc two aes 
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PERFECT 


TENGAMES 


Commodore 64 has a staggering selection of fantastic games. Oh decisions, 
decisions. What to go for? Well, we hope you'll agree that this litle clutch of 
C64 titles are pretty sublime 


THE SENTINEL, 
» RELEASED: 186 
» PUBLISHED BY: FIREBIRD 
>» CREATED BY: GEOFF CRAYON 
» BY THE SAME DEVELOPER, 
SIUNTCARRACER 
()] Ststtcrammonats name 
may be synonymous with 
racing games, but when he 
‘wasn't pouring his heart and 
‘soul into his latest Grand Prix 
title, he was adept at tuming 
his hand to all sorts of diferent 
genres, with The Sentinel 
being a perfect example of his 
handiwork. Hauning ang 
a raticulously designed gare 
engine that gives a vemendous 
sense of sea and depth, 
Crammnona’s Sertinl was one of 
the best strategy games on the 
(C64 ~athough abe fa, tintally 
sopeared on the BEC Micro ~ and 
even tooay offers 8 worrynaly 
sxiictve chalenge. Take contol ot 
‘8 Sjtho, an cil the i's anc 
valeys. Best fal, emulation means 
youre longer nave to endure those 
lengthy screen loads, Lovell 


e 


IK+ 
RELEASED, 1987 
>» PUBLISHED BY SISTEM 
> CREATED BY AACHER MACLEAN 
» BY THE SAME DEVELOPER: 
wencuRy 
There had been previous 
games involving the 
slamming of bodlly appendages 
against each other, ina sweaty 
contest of stamina and ski, 
but it was Archer Macleans 
ks which was first to ménage 
trois with the concept — 
‘metaphorically speaking. it 
‘evolitonised the mechanics of 
‘games ike Way OF The Exeiacing 
Fist and Karate Caamp, and a0 
inerecly wel on the hurdle 
(C84, Music was by Rob Hubbard 
and whi there was onyy one 
background, was fle with many 
clever Easter eggs those jus 
bonuses you coud spend months 
siscoveing). The flucty of contol 
rmatle easy to mitaly pay but 
this was backed up by @ complex. 
‘stern wien rewarded contest 
practice Acessc 


BUBBLE BOBBLE 
‘» RELEASED, 187 
» PUBLISHED BY: REDRD 
» CREATED BY, SOFTWARE 
CREATIONS 
> BY THE SAME DEVELOPER. 
SLYSPESECRETAGENT 
There have been plenty of 
classic coin-op conversions 
‘on Commodore's mighty &-bit, 
bbut Bubble Bobble ranks as one 
cof the best. From is cute, ban 
if slghly squashed looking - suas 
to te outstanding, bouncy muse, 
+he C&A perfect captured the sprt 
fof tre orginal ateade hit and proved 
tobe the perfect game fo show-off 
10 your Spectrum and Amstrad 
‘owning mates. 

Itmght not feature al the 
sects at appeared in te oil 
areace game and having a ress 
Upon the joystick in order to urn 
Is no substhute fora proper fre 
bution, but if youre looling for an 
extremely compotont conversion 
ofa classic arcade hi, leok no 
‘rth. Thies a supet conversion 
‘hal shouldn't be missed, 


MAYHEM IN 
MONSTER LAND 


» RELEASED: 1795, 
» PUBLISHED BY: APEXCOMPUTER 


'BY THE SAME DEVELOPER: 
CREATURES 


‘There was ne question 
of this not making the 

Perfect Ten, what with it being 
regarded by many as the C64's 
last great release both in terms 
‘of gameplay and sheer technical 
achievement. As most areacy 
row, itinfamously used a ‘bug! in 
the graphics chip, which alowest 

ive sereen scroling and therefore 
resuted in much smoother and 
faster gameplay. 

Desnite being a C&A tle 
ithas alte speed ard tactie 
contol you'd exaee! from an 
ay Nineties platformer, which 
rat only guarantees ita place hore 
but 280 means i's stl great to 
ay even today. Boing a dnosaux 
and returing colo 6 the land has 
raver been such fu, 


TURRICAN 

» RELEASED: 1710 

>» PUBLISHEDBY: RANBOW ARTS 

» CREATED BY: MANFREDTRENZ 

» BY THE SAME DEVELOPER: 
IMEGREATGIANASISTERS 

an unwritten law 


all 64 lists must feature at 
least one Manfred Trenz game. 


Whie many wil no doubt argue 
‘that Tree's Tutican I's clearly 

‘the bettr game, wo've decided 

to stick with the otignal, mainly 
because there was nathing quite 
‘se ike t when it first appeared in 
3990. It may wel have borrowed 
heavily for obscure coin-op 
Pycho-Nies-Oscay but Trona's 
technical wizardry of Commodore's 
machine simply blew us ava, 

and t stil manages to mores 
today. Par platformer, par shoter, 
TTuncan features ineredie visuals 
stunning score by music mast 
‘Cis Hulsoeck and some ofthe 
mest fenete gameplay around. ft 
fully deserves every accolade that 
has been bestowed ant 


IMPOSSIBLE 
MISSION 


> PUBLISHED BY USGOLD 
> CREATED BY: LENNSCASWELL 
» BY THE SAME DEVELOPER. 
PHASERPATROL 

We sincerely hope 

everyone reading this will 
‘aka the time to experience this 
‘timeless lassie from Dennis 
Caswall. Impossible Misson was 
perfect bend of oysickwagging 
dextenty ~ especialy when 
avoiding the teifyng spheres of 
fleaty-elocire-death~ and aso tricky 
ppuzes (mary had proberns with 
the final password-pace assem) 

‘Athough ts promise ~ of 

searching furnitue to find those 
eusive passwords and avoiding 
robots ~ may sound nauseating 
simale, it made for 2 Videogame: 
‘hat was easy to getinto, Bt 
tific put down again. 
Altnough Impossible Mission 
as ported tn several thor 
systems, for us the Corrmodore 
{orginal stl she best verso, 


PARADROID 
» RELEASED: 185 
» PUBLISHED BY: HEWSON 
» CREATED BY: ANDRE -UNEROOK 
>» BYTHESAME DEVELOPER, 

Rot 

‘Ask any C64 owner to 
name thelr favourite games, 
and chances are that this superb 
‘effort from Andrew Braybrook 
wil almost always make their 
top five. Taking contol fa weak 
prototype coi cal the influence 
Device, your am sto sera 

eat each boarded spaceship fot 
which there are eight of ts out 
‘of coil robots. Whe your oid 
|s wootuly underpowered leven 
Dusty Bin cau have itn 2 srap) 
1 does retain the urique abity 
‘0 vansfr sol nto any aval 
70, leit for Imied amount 
‘of time. Ths enables ito take out 
‘he sho more dangerous foes 
(via charring minigame) ano 
‘acs an nterestng py mechanic, 

With ts subse bien of strategy 
and oasting, Paar ceserves to 
bein every C64 owner's calction. 


WIZBALL 
» RELEASED: 187 
> PUBLISHED BY: EAN 
>» CREATED BY: SENSIBLE SOFTW 
» BY THE SAME DEVELOPER, 
PARALLAX 
(iisgeke ie 
rites of passage for many 
Commodore 64 owners af 
became more than ampl 
ammunition for those who 
‘wanted to taunt their CPC and 
ZX Spectrum owning peers. 
Insanely smooth sorting, a 
seintlating soundvack from the 
aways dependable Martn Galvay 
anditssiex blending of gonres 
rears that Wabat wl forever 
remain within the highee echeions 
‘of Commodere 64 classes. t might 
ol have taken a wile ro get used 
to yourbal's incessant bouncng, 
but once you finaly mastered t and 
collected afew power-ups Wizhas 
‘tue denty anc depth are revealed. 
‘Quite possibly one ofthe most 
beautfuly crafted Commodore 
‘84 games that youll ever have the 
prvege to pay 


PERFECT 10: COMMODORE 64 
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Read 


PROJECT 
FIRESTART 


» RELEASED: 1969 
» PUBLISHED BY: CNAME 
> CREATED BY: ELECTRONCARTS 
» BY THE SAME DEVELOPER, 
FISEOF THEORAGON 

Many games claim to have 

pioneered the survival- 
horror genre, but while others 
came before it, Project restart 
Is one of the very best and is 
stil supremely enjoyable today. 
‘Your tasks to dock wih a research 
vessel in space an find aut why 
‘hare's ban ne corernicaion, 
From the stat when you see the 
body of a dead crewmember wo 
has Written the ward ange? in 
‘thei own Blood, you know’ gong 
‘oe an incredibly tense mission 
‘with plenty of twists and tums, 
“Throughout the sh ae various 
rmutlated boces, og repos, even 
survivor, then you encourter the 
‘erfyng inisible eneries,wtich 
randomly appear. Mutle endings 
qarantee regular returns to that 
helsh nloce 


ZAK MCKRACKEN 
ANDTHE ALIEN 
MINDBENDERS 


» RELEASED: 1 
» PUBLISHED BY: LICASARTS 
> CREATED BY: HOUSE 
» BY THE SAME DEVELOPER: WANUAC 
Manson 
[Osea tart tt on ot 
LucasArts’ excellent games. 
But we ean already hear a great 
disturbance, as ifmillons of 
voices suddenly cried out in 
terror, due to our choice. Yes, wo 
could have listed Maniac Mansion, 
‘but everyone kraws Maniac 
Mansion. Zak MeSracken is anquaby 
justas good ofa game, and tho 
{ouralsto soting stuck a chord 
‘tho office. Tavarsing the eno 
‘lobe, protagonist Zak encounters 
fons disguised with Groucho Mane 
‘style nose-glasses and cowboy 
hats. Throw into tha mac wacky 
‘dicks bus that wavels to mars, 
‘ang soe btngly wity newspaper 
‘neadines, and you have one hal ofa 
rary advert, 
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‘Year released: Japan: June 1983, US: November 1982, UK: May 1983 
(Original price: Japan: 64800 Yon, US: $199.99, UK. £149.99 

Buy it now for: £50.75/$81-121 

Associated magazines: None 

‘Why the Vectrex was great... Vectors have never gone out of fashion, They 
.were cool in the Eighties, and they are slll coo! today, as evidenced by games 
such as Geometry Wars. They have not aged with time tke many other graphics, 
thor sharp, pinpoint dfintion and almost hypnatc phosphor glow a hr, drawing 
‘you closer. The games behind them were pretty good also, with a level of quality 
‘today that ust keeps going up and up. To not include Vactrax i tobe incomplete 


VECTREX 


UNTIL 1982 ALL HOME SYSTEMS HAD ONE THING IN COMMON: THEY 
OUTPUT A RASTER DISPLAY. THE VECTREX, IN ITS SLEEK BLACK EXTERIOR, 
WAS ABOUT TO CHANGE ALL THAT. MAT ALLEN TAKES A LOOK AT A 
CONSOLE THAT HAS ARGUABLY GAINED IN POPULARITY WITH TIME, AND 
IS NOW CONSIDERED AN ESSENTIAL PART OF ANY GAMING COLLECTION 


he Vectrex, when you look ; in today’s 
gaming environment, is a complete 
aberration: different to anything that came 
before it or has come after it. While there are 
2 few other examples ofthe dsplay/machine 
hybrid, itis the only one to stand out ints own 
right, and the only machine to afer a deckcated 
vector-based gaming experiance. The fact that 
itso had one of the shortest Mespans of ary macrine makes it 
doubly interesting. If you thought the Dreamcast didn’t have that 
jon [eng ofa commercial if, then pity the poor Vectrex, which was 
No OD dead within 18 month of launch. Yet today ithes a cul folowing. 
{esponatie or desgnngie and a homebrew scene second in sie to that ofthe Ata 2600 
Etyeee rome coset. "e The men primaly responsive fr eteaing the Vectrex we love 
vorstie penne ‘he Wietwsen’ today Were Jay Smith and Gerry Karr Smith had along and detailed 
Unlike rater inesmations such technical background that started while working on the Apollo space 
Micoitonaes iestanellee are! program. *I was really a gadget maker, and nat too fong after that, 
Crihstarsangon (cb doe want 0 work at Mata Tas,” he states “We got nto making 
“wags gturtofesch gee clectranc toys, and for electronic toys ta videogames, which were 
cartridges; they didn’t just contain just coming onto the scene.” 
veut ZRetROMnaisng the Sr was also head of two companies that ae often labsted 
‘sareute’ together as Smith Engineering/ Western Technologies, which for 
tyou thr ths sounds ke» the further purposes of ths article, are abbreviated to SEAWT. The 
ye lange ty oso wines. rel break for Srvth came withthe Microvision, which was picked 
Shantsls acto etre the up by Miton Bradley {MB} for aisitbution in 1979, twas while 
etnaegy evade dei eRe dealing with MB that Kar mat Smih; Kar woul lator work on tho 
Jestee copay consse"-9 Microvision before being hed for what would become the Vecrex 
“Brigpbeis By theme project and be responsile for much othe technical design 
“Miton Badey canned the ptcect *\We realy didn't have any idea at the time that this would 
IWeltees mihe USane seven become a classc. What we were tying to do was push the 
in Europe. Techy geod ersten envelope, move tothe next level, do someting unique, make your 
fess ara fo. 9¥6” ontrouion that way, and provide another outle,” admits Smith, 
Tatogesofime. Vector machines such as Asteroids and Tempest were popular 


“THE VECTREX, WHEN YOU LOOK AT IT IN TODAY'S 
GAMING ENVIRONMENT, IS A COMPLETE ABERRATION” 
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the arcades and, Karr recalls, “Part ofthe intial design specification 
‘and push to sell was to produce a device capable of emulating 
Asteroids." Continuing the portable theme, the idea for a handheld 
device was formed and a prototype was bulk with a one-inch 
soreen using a supply found by hardware designer John Ross, 
though in hindsight it was incredibly hard to achieve logistically, 
ven the short distances involved with deflecting the dots from the 
plates inside the CRT. 

Towards the end of 1980, so it is told, workers from SENT 
found a supply of fivesineh monitors going cheap and it was decided 
that the new vector project was going to be based upon this display 
instead, "There were realy only two iterations of design. The orginal 
‘concept was ‘ora device caled Mini Arcade. It wes a fivesinch 
n, much smaller and less capable. We ended up licensing it to 
rent configuration, but quite similar to what it looks 
0 fere on a short schedule, and we had contol over 
the design, there was constant evolution right up to production. AL 
any one time, it was prototyped what was there, but conceptually 
it didn’t vary a great dol,” statos Smith, By the ond ef the year the 


Krakauer saw the potential for the machine immediately. “Ed was 
really quite a visionary, and he took a look at it and said, ‘Great, that's 
wonderful if it could have a bigger sereen, I'd really be interested" 
‘Therefore, in place of the origina! five-inch screen, the final design 
encompassed a nine-inch screen instead. 

‘The ‘Mini Arcade’ name was not exactly 
‘marketing people — and, apparently, the name of ank 
existing product - and so a suitable replacement was sought 
‘a brainstorming session, programmer Tom Sh 
ame "VectorX", which was eventually contracted 
know today. 

“And sa by Septembar oF October we were in fuly swing with 
to do a games system and 12 games, and have them all 
ready to show by June 1882, which was about nine or ten months 
away. So in the ensuing ten months we developed 
system, the operating system for the game, 12 games t 
showable at CES, and thal was the birth of Vectrex. 

In that time, a number of design points were nailed d 
‘as the seraen oriantation, the control system and the everlays. "The 


yes of the 
alteady- 
After 
joper carne up with the 


THE VECTREX HAS A VERTICALLY ORIENTATED SCREEN 


INSTEAD OF HORIZONTAL. WHY? THE REAL ANSWER WAS 
SOIT DIDN'T LOOK LIKE A TV SET” say smith 


‘general design of the machine was almost 
began to look for potential investors, 

“We optioned the product to Kenner, who ware the ones to do 
the Star Wars products. Kenner thought about it, and thought, and 
‘thought, and ths all occurred in the winter of 1980, spring of 1981, 
Final, in the summer of 1981, they decided no, it would not be 
popular, would never go. They gave it back to us in around July oF 
August, and we went to @ guy called Ed Krekeuer, who was the key 
‘Quy for Intelivision at Mattel and then left to form his own company 
salad GCE, of General Consumer Electronics 


mplete and Smith 


Vectrex has a vertically oientated screen instead of horizontal, This 
‘was $0 it didn't look like a TV. By onentating it vertically it gave it a 
different look, and it had its own value as a game. 

‘Smith continues to remember the choices made aver the joystick 
“How did we decide it was an analogue joystick ora digital joystick, 
‘and why was it on the left instead of the right? The placement of the 
9 ftom a discussion that if you were flying an 
natever the fighler was at the time, the pilot's hand son a 
flight stick in his left, and the throttle in his right. So he does al th 
fiying conto! with his let hand. 


evr tac: oar Vex gues, sould be peed te payer oep. Tee och ih 
fk nd opr wt op. ting iar easy, 
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“The size ofthe joystick unit was based purely on the fact that the 
Unit was as wide as it was, and it needed somthing thet size to fit 
the slot atthe bottom. Ths is also wity there were four buttons to 
use, and wes also the reason why analogue 
was the space and it needed to be i 
since the Vectrex have had the pad/stick on the lft, and in terms of 
further pionoering, the Vectrox was also the frst console to have a 
dedicated analogue contol as standard 

It wasn't all easy going, Smith recalls: “Another big problem 
‘along the way was that it was a TV set, and had a lot of cigital 
cireutry init. The sereen with al these electrons running arou 
cldn’t go well with the digital crcuity at all. There was a lot of 
‘moving around, shielding, but we got through 

Inthe midst of the hardware finalisation, t tobe 
some games fo play on it, Paul Alan Newell, Mark Indictor and John 
Hall were pulled off an Atari 2600 reverse engineer project and 
assigned to wring games or devolop the intemals for the launch of 
the Vectrex instead. Joining them were placement appointees Bill 
Hawkins and Chris King, who were students at Georgia Tech, and 


Duncan Muithead, who had just dropped out of @ course at 
AA six were assigned to w rst batch of games pe’ 
Minestorm, Scramble, Armor Attack, Star Trek, Berzerk and Fip Off 
and that was later expanded to 12 by the time the console was to 
be shown at the Chicago CES in June 1982 

Many of the early ties came from Cinematranies, with WT/SE 
string a inansing agreement that a 185 to each 
thers games. The source cade of many of the arcade machines 
ves fuly available to the Vectrex programmers, and Cinematronics 
had the option to release any of the original Vectrex games it liked as 
full arcade versions, which it eventualy did with Cosmi 

Included with each game was the final component: a hard plastic 
overlay 10 attach tothe front ofthe unit, The marketing department 
dcided that the biack and white display would not be as appealing 
to the general consumer, and it needed an injection of colour. Newell 
especially was never happy about them, and there was always. 
annft between some of the programmers and those advertising 
the machine regarding the policy. Hawkins once joked that they 
had thought about coding messages into each game stating, “for 
improved gameplay, remove the overlays"! 

Smith comments about having a game included with the consol 
‘Al thal time most Ata cartridges were done in 4k, with some 
adventurous cartridges getting up to 8k. The system ROM that ran 
the machine was put in 4k and the orginal game that was included 
with the unit was put in the other half af an Bk ROM. So the 
included game required no cartridge. Everything was in one ROM 
‘within the unit." However, while Hall and Karr had worked togethor 
cn the system ROM called the Executor, when Hall was assigned to 
write Minestorm, the eponymous Asteroids clone, Kart felt that the 
‘module needed rewriting from scratch, 
ter a successful showing in Chicago, the Vectrex was eventually 
ed in November 1982 in the US for the reasonable price of 
$189, Following good reviews and press, it sold modestly well and 
looked to become another success for Smit 
this time that another player was becoming interested in entering 
the console market property, as Smith recalls: “in late ‘22, GCE 


n It was also around 
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WHEN DID THEY STEP INTO THE FRAY? JUST ABOUT 


WHEN THE WHOLE BUSINESS TANKED” mike carTABIANO 


began negotiations with Miton Bradley, who bought the whole 
product ne and put it out in force for 1983. They did TV advertising: 
they actually went up directly against Atari and Intellvision, when in 
revrospect they should have gone for a niche game or a speciaty 
‘game; something that a kid could take to his bedroom 
Now Mike Cartabiano comes into the picture, who would work 

‘on much of the product davelopment ard promotion for the console 
at Miton Bradley. He had mat Smith during the Microvision period 
‘as he had just started at MB as a design manager. Kis thoughts 
about that ti te dry humoured and blunt: "Coleco we 
fight down the road from Milton Bradley, so they hed to step right 
into the fray. When did they step into the fray? Just about when the 
whole business tanked! They had cash but not much brains. 

sought the Vactrex and the games, the packaging, 
‘and they also decided that this would bo a great produet for Europe, 
because atthe time Atari, the Intellivision and Colecovision had 
‘made a big impact in Europe. MB had a large operation over thera, 
with factories in Ieland and Gormany. They shipped a load of 
to Frankfurt, | think, did some testing and got a great 
People went wild over it n Germany. 


never have been able to contemplate, Whatever can be said about 
MB's handling of the console in general, in hindsight without it this 
wonderful ttle machine would probably havo boon stuck in the US. 
‘and not be as popular as itis today. 

Cartabiano naturally has his own scathing exitique on the internal 
promation of the Vectrex: “So they said, ‘Now we're going to play 
with the big boys, but instead of doing it she right way, ke get 
people who knew what the game business was about, wo knew 
haw to play games and how to sell games, they gavel to their toy 
salesmen, who had no interest in pushing this product. So they 
found themselves facing some sale challenges, [and] meanwhile 
the business in ge npettive, There was a 
glut of product 

\Whie the Vectrex was being rolled out in Europe, MB sold the 
rights to distribute the cons n to Bandai, which woul label 
itas the Kousokusen over there, Although the 11 available games 
old at a reasonable price of 4,800 Yen each {around £25 
ine never took off, which was an indicator back 
then of how Japanese attitudes to Western technology have not 
changed when viewing the similar performance of Microsoft's 
consoles today, 

During 1982, a number of new products wore developed, most 
‘that never made it to market and two that did. A colour Vectrex 
was designed, the process of which Smith recalls vividly: “it was a 
serious proposal io put it in a regular Vectrex case, and the TV tube 
had two layers of phosphor. The obvious thing to dois make it into 
‘a colour TV, but it was three times as expensive because instead 
‘of one gun providing a point you had to have three guns for RGE. 
‘You had the mask on the tube, the tube was more expensive, the 
electronics were more expensive; it was out of the question cost 
wise, This was a Vé at had two layers of phosphor on the 
tube ~ a ed layer and a green layer ~ and you ran the eleevon gun 
into the CRT at two different voltages: 18,000 and 25,000 vais. 

However the best laid plans and all that: “Nice concept, worked 
wel, except that going fram 18,000 0 25,000 volts was too time 
‘consuming. And at 30,000 volts you burn a hole in the tube. If you 
look at th sole prototype is always on display at 
GE] you wal see ithas a nice litte hole burnt in the phosphor!" 
‘Aside from scrapping the idea for a colour version, Cartabiano 
recals other concepts that fell by the wayside. "Internally we lo 
this thing, WWe came back with ways to blow this thing out, be 
competitive, and keep us in this businass. So we started on several 
‘campaigns, ona was to take the basic technology and start to 
expand it. Jay was working on colour technology and a couple of 
‘other things so we left that to him, and we looked at the penoherals 
and we started making some of the same mistakes the other guys 
‘were doing. So we had developed a full QWERTY keyboard, and 
‘overlays for that, and a musical device that could play really bad 
‘music with speaker systems that could plug into it in really 
places, Then we had a voice recognition module. We actually built 
‘a prototype for a basoball game on Vectrex, to calla pitch and a few 
other things, and payed realy badly. 

The two paricherals that dd make it to sale ware the lightsen 
‘and 3D Imager. The lghtpen was a natural introduction given the 
‘technology avaiable and the facitias of the Vectrex itselt Contrary 
‘0 popular belief, the pen itsef is actually @ receiver, wi _ 
boeing scanned irvisibly to find where itis positioned, As the joyst 
ports have a voltage line, this provided the input needed to power 
the pen itself. Tee tiles were released to take advantage of 
‘device and it was mat with reasonable success, 


the ser 


!mnology over 20 years od, stil works amazingly well 
{and is sll ne of the best examples of 3D imaging, thanks to the 
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“THEY SHIPPED A LOAD OF VECTREXES OVER TO FRANKFURT | 
THINK, DID SOME TESTING AND GOT A GREAT RECEPTION OVER 
THERE. PEOPLE WENT WILD OVER IT IN GERMANY.” mike carTABiANo 


efforts of dasigner John Ross. Thankfully, to save having to use the 
sdjor spend a lot of money acquiring it~ originals sell 
for over £150/$243 usually ~ a modem version has been developed 
in conjunction with new games taking advantage of what it can 
of vision and colour. I's just a pity that back 
ad, right a 
cofiginal is hard to find today, 3D Minestomn 
pocaly are protty good in 
cumeed to the entre pre 


ofits stock at cut prices, with the unit down to $49 and 
the US by the summer. All this was realy in 
takeover by Hasbro thal occurred in May of that 
year Stock that wasn't sold was apoarenty la Springfield, 
Massachusetts, according to Cartabiano, 

Fou for, Smith had the idea to resurrect 
harahela, taking the concept io Mion Bradley. “The thought atthe 
‘hme behind that was Sinclair had put out a daviee 2 
flatscreen pocket TV. We haoked this up and made a V 
it the tube]. MB thought about it, finaly decided it would have to 
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Fores tinting Dea nares, 


from the Eighties, if it wasn't for the a 
individuals. The first was Smith himself, 


MB liquidating stock and 
ng GCE, he obtained a 

the rights to the harcware 

‘and software back into his 


9 
6 Vecttex, as he recalls: "Late 
lowing the various 

nat throads, one 
of the most popular subjects 
‘was always someone who 
ws going to develop their 
own Vectrex RAM cart and 
code games for the Vect 
I decided | wanted to be 
that someone and the rest i 
history.” In his stead, others 
havo since followed, 

Today, the Vectrex scene 
keops getting stronger, with 
more people discovering 
‘what it has to offer and 
a dedicated group of 
individuals p auelty 
homebrew titles. For a 
console that arrived late and 
died so early, thas nsen 
lke a phoenix to b 
one of those must have 
pioces of hardware. 
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Homebrew Heaven 
Given the Vectors eal orginal 


ommanty that constant seeks 
{Eh fora he bounds 
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VECTREX 
PERFECT TENGAMES 


The Vectrex only had 28 programs officially released for it, but over the years there have 


been some amazing homebrew titles coming out. Here's a selection of both. 


/ 


{ SPACE WARS i-> 


0 


SPACE WARS 
> RUSHED cE 
err 


PROTECTOR 

» RELEASED. 2902 

» PUBLISHED BY: Ni 

>» CREATED BY ALEXHERBERT 


Everyone knew Space Wars would make the 

‘top ten list, since it's not only a great adaptation 
of a timeless classic but aso the purest distillation of 
the multiplayer gaming ethie. Even today it’s grat fun 
and, while an obvious chelce, a tte every Vectrex ovmer 
shoul get Gamepiay is elegantly simple: t's you anda tval 
ship, tum left o ig fe, acceerate, andl warp wo shps 
lente, ore ship leaves Teri in one payer thanks to some 
lecent Ali's unstoppabie with a friend tsa te with 
many lever touches, ke fits of sis geting shot off ana 
‘becoming dears, or te central star's gravy atfectng your 
speed, Brliant, 


ARMOR ATTACK 
RELEASED: 82 

» PUBLISHED BY: Go 

» CREATED BY: OUNCANMUR 
» BY THE SAME DEVELOPER: Wi 


SPACE FRENZY 

2» RELEASED: 2006 

> PUBLISHED BY: Nh 

+ CREATED BY: ON OONDZLA 
> BY THE SAME DEVELOPER: 


‘The best Vectrex game of alltime? The most 
Important Vectrex game of alltime? Ore tings 
far 910 this sucerb Detendor clone grabbed the comenursty 
by the proversial baks wnen frst previewed andled many to 
‘elev 1 coud: possibly be done on the areware. How 
ng they wero. Alox Hetbor's seminal trae to Jars 
classic st one exam othe untaoped potential the 
‘ache hela andthe corel soneme was 8 per 
the Vecuex desgn, Thanktuly now avelab un 
format, he orginal imtedreease wih custom box and 
overay~ of which there were only @ hundred conies ~ has 
became ane of the mast expensive hamelorews to accu 


DARK TOWER 

» RELEASED.N/A 

» PUBLISHED BY: NA 

» CREATED BY:0HN HALL 
» BY THE SAME DEVELOPER, 


Was PATRIOTS VEEMANA GRATREX NESTOR 
A rocketing jeep, enemy With the Veetrex living Technically not an official 
‘tanks, and a teitying such a short time and the release since it never 

helicopter, which isnt bound by ‘wealth of vector arcade machines came out, though a prototype 


buildings on the ground, 
‘rapped among the rubble of a 
ruined maze-Hke war zone. Itray 
pat sound ike much, but ths isa 
tense inte action te backed un by 
some excellent A. Shots cart wavel Segui 
through wals, soit becomes a game 

of cat and mouse as you attempt 

to eutmanceuve the enemy tanks 
srtortin tank you, Wren hit 
though anks aren always camaged 
‘hey can sometimes stll move ther 
tures and otum fre. Like the best 
Videogames ic afecss te imagination, to my 
coring up images form war fis. 


Doneza's 


S {| 


all during that era, there are stil 
‘opportunities to bring them, 

‘across to the home format. John 

urent release isa 

homage to Space Fury. an obscure 

erin tie tha took ead on 


ftom Gerfand gave you a taunting 
ain adversary Space Frenzy as 8 
‘pame is ales dental to the 
parent oar the colour and plays fast 
and hac the vadtonal ‘shoot 
‘everything on screen ger, though 
280 giving the payer the opportunity 
their shot power by 
locking with ungrades. 


was later found, dumped, and 
Is now avalable on most 
rmulticarts. Regarloss, i's ono 
ofthe best games on the system 
and, interestingly is actualy based 

981 boars game by Miton 
Bractey. Dark Tower could be 
regarded as the system's frst and 
cade orly adventure RPG, The game has 
you wandering 3D fies of teas, 
‘pening treasure chests, avoiding 
tomadioes, and vatting wicked 
‘mages. There might not 9¢ any 
saving, but t's a thiling adventure 
{ands stl ate exe'tng now 


COSMIC CHASM 


TWamicthasn 


STAR SLING 


|, CYBORG 
1» RELEASED:2 
1» PUBLISHED BY: NA 

> CREATED BY GEORGEPELONS 


» BY THE SAME DEVELOPER, 
WAROFTHEROBOTS VECTOR 21 


» RELEASED: 182 
» PUBLISHED BY: Gi 
» CREATED BY: Bi. HAWANS 
» BY THE SAME DEVELOPER: 
CRAZYCOASTERO 

‘One thing ean be said Cosmie Chasm captivates 

about George Pelonis! ‘our minds because, 
output on the Vectrex, and that ‘considering i's a game from 1982, 
isit’s not your average run-of- ‘there is surprising depth to it— 
‘the-mill game idea. Everything like trousers that appear normal, 
re has done so fais ust aie Bt but have infinitely long lags. The 
ferent, not someting tat has base premise is thal youre tapped 
realy been attempted inthe past, underground, in a massive rae-tke 
( Ojberg, whie a rama homage to ‘cavern, but havea map chartng yout 
2 move wellknown pubieaton, progress, ang each eave has both 
hignly chalenging escaoe running ‘enemies tna ry 9 kl you, and aso 
game where you contol the titdar a rrassive expensing conta cor, 
‘character in its ater fo break Lucy, you haw 2 shies, ase, and 
free of the prson he i locked inside. ail ith whic to break down walls 
Unike many ather tes, ths gare blocking your progress. The goal 
ful uses tne 22% memary seace to each the oe, blaw itup, and 
allecated and wil keep most payers thon make your way back out of the 
eeupied fora lang time trying to caves before a chain reaction biows 


» RELEASED: 20% 
» PUBLISHED BY: NIA 
> CREATED BY ALEXNICVOLSON 
» BY THE SAME DEVELOPER: 
Loca sPKESORCUS 
Ever play Quantum? Most 
‘of you probably haven't, 
siven that t's an obscure, low- 
production-run Atari coin-op. Alsx 
Nicholson hasn't haar oft and yet 
‘managed o produce what would 
prove tobe a natural evclutian of the 
tarda chalenging game to 
‘boot. Floating in space, your litle ship 
 equpped witha tactor near and 
‘asso-type weapon, the cbject being 
te enanare on-sereanike-shaved 
fentites to destroy ter. At the sar 
time, you avai eating withthe 
shapes by using the vactor beam to 
‘match tai elecity to pull ou along. 
I's nar to exaan, but i becomes 


complete it everything up. 


SPIKE 

RELEASED: 1789 

> PUBLISHED BY: GLE 

>» CREATED BY: Sc 

BY THE SAME DEVELOPER: Nik 


‘Spikes an important game for many reasons. It's 

‘platformer featuring a hedgehog, but 
‘one that ist Sonie's alzo technically the only 
platformer on the Vectrex system. Thon tnere's the 
fact thal it has some awescmne and Unforgettable digitised 
speech — we chuckle avery single tie we hear “OH NO! 
‘Alltis has led to Spke becoming something of an unfiial 
Vecvex mascot ~ and rightly so, since the game itsel is 
awesome fun. I's essontaly a clone ofthe arcade classic 
Donkey Kong, exc sighly diferent. You neato uso 
‘warping adders to teach and eallect a key, befare cling 
to the summit You can aio kek tying TVs, which ty tok 
you. i's eazy! 


sy to understand wen playing 
‘Ang vry has then to Sip paying 


THRUST 


1» RELEASED: 008, 
PUBLISHED Bt Mai SHAMER 
> CREATED BY, iLL KRUMLINDE 
> BYTHE SAME DEVELOPER: Win 
[Attar doing the rounds in the Eighties and being 
resurrected for the Atari 2600, this vector-based 
lassie finally made the transition to its most natural 
home anly as recently as 2008 Taking insciration fom 
the C64 version, complete with tansiated Rab Hubbars 
sourdlrac, it not any perfectly recreates the crignal 
but goes beyond the design with an aditonal ack hard 
lity lvel and tne attack mode that wil test oven the 
‘post hardoned Thrust payers. Words ao inadoguat to 
bb abo to praise this game highly enough, with ust the 
‘ght balanco belwoon learned progression and chalenging 
frustration evident with avery tun, ust and shot. Infact, 
the Uta toute to Jeremy Smih’s genius. 
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THE JAPANESE MSX COMPUTER 
STARTED LIFE AS THE WORLD'S 
FIRST STANDARDISED COMPUTING 
HARDWARE BUT ENDED UP BEING 
NOTHING MORE THAN AN HISTORICAL 
FOOTNOTE. IT DID HAVE SOME 
BLOODY GOOD GAMES, THOUGH, AS 
ASHLEY DAY REMEMBERS... 


ne of the greatest 
things about the 
S:-bit micro age was 
the sheer variety of 
machines and games 
available. The boom 
in popularity of home computing led 
almost every electronics firm of the 
day to manufacture their own games 
machines, and the UK was flooded with 
all manner of wonderful hardware and 
games to play on them, 

It was a great time to be @ games fan 
but also one of the most turbulent, There 
‘wore the playground arguments about 
whose machine was besl, of course, 
but there was also a huge problem for 
parents who, faced with so many choices, 
often didn’t know which computer to buy. 
Game developers had the same problem: 

with new machines hitting the market 
fevary month, haw could they know 

‘which would became successful 
‘and, therefore, which they should 
develop the games for? And 
those kids in the playground, 
they could only share and 
tvade games if they 
happened to be using the 

samo hardware as their 

‘trends were. 

Surely, the solution 

to these issues would 

bbe one universal 
hardware format 
that could eliminate the 
‘concerns of consumers and developers 
‘and ensure that no matter what game 
‘you bought, it would work on your own, 
machine. It was a good idea in principle; 
aftar all :t had worked for the home video 
industry, as competing tape manufacturers 
gradually gave up on their own format 
throughout the Eighties and came to 
support JVC's VHS standard. 

‘One man with the vision to realise the 
dream of a unified gaming platform was 


4989 (MSX) 1986 [MSX2} 
1988 (MSX2+) 1990 (SX Turbo R) 
Verous, Example 
~¥16,500 {Toshiba HX10) 
£10-£80/$16-128 
‘depending on mode! 
What MSX?, 
MSX Computing, MSX User, MSX Fan, 
MSX Ouendan 
Though 
it falled to make a splash in the UK, 
the MSX was an important machine 
elsewhere around the world It was the 
first taste of home computing for many in 
Japan, Holland and Brazl, was Microsot’s 
first real invostmant in videogames, 
neatly two decades before the Xbox, 
‘and the first computing ‘standard’ 
is remembared naw for its weird and 
‘wonderful harcware variations and its 
catalogue of Japanese games that 
‘spawned several evergreen franchises. 


Kazuhiko Nishi, a prominent figure in the 
Japanese games industry from its very 
inception. In 1877 he founded a puiishing 
company called ASCII Corporation, which 
specialised in games magazines and 
launched the country’s frst micro-computer 
periodical, named ASCII, in the same year 
In 1979, he joined Microsoft and became 
the vice president in charge of the Far Ea: 
and, later, the director and vice president, 
in charge of new technologies, all wile 
maintaining @ controling intrest in the 
ASCII Corporation, And it was during this 
faroful time that ho proposed the legandary 
MSX standard. 


(On June 27, 1983, the MSX was 
officially unveiled to the word as a 
collaboration batweon ASCII and Microsoft 
The former would control and license the 
harcware specification, while the latter 
‘would program the format’s operating 
system and BASIC language. Impressively, 
the MSX group had already attracted a 
huge number of Japanese manufacturers 
to the cause, and big names like Sony, 
Toshiba, Panasonic and Yamaha, among 
many others, announced that they would 
release thoir awn MSX machinas in Japan. 
The plan was simple yet brillant. Every 
licensed manufacturer would be allowed to 
create eny kind of computer they wished 
and badge it with the MSX logo as long as 
iLincomorated a strict number of features, 
These were a Zilog 280 processor, running 
at 2 58MHz; a minmum of 8kb RAM; 
a Texas Instruments TMS9918 Video 
Display Processor, a General Instruments 
AY-3-8910 sound chip; and a 22kb ROM 
containing the MSX BIOS and Microsoft's, 
MSX BASIC. Comoatiiity 
machines was achieved by making sure all 
‘models also featured the same keyboar 
cartridge slot, and expansion ports, but 
‘manufacturers could also add their own 
SPs ike adltional cartriige slots, tape 
drives, extra RAM, and so on. Many 
of those extra features wore dictated 
by the way each company decided to 
position their own MSX model within the 
‘market. Some, ike the Toshiba HX10, 
were sold simply as game machines and 
were produced to the lowest possible 
specification to remain affordable and were 
Usually packaged with a pair of joysticks. 
Yamaha, meanwhile, marketed its MSX 


Manufacturers could add USPs 
like additional cartridge slots, tape 


drives, and extra 


ON THE MSX MODELS 


MSK 


INSTANT EXPERT 


‘aimed that # meant MicroSoft 
(eXtended. Neh, however ciime 
that means Machines with 
Software exchangeabilty 

‘The MSX computer was 
Europe because twos very good 
at erating subsites for ilegally 
dlstrbuted foreign videotapes 

‘Some Konami games hed 
both a iek and eartidge inthe 
box, but you strugalet find he 
carts hese days, Many of thers 
‘were bough seperately by music 
‘omhusiate for the SEC sound 
hip they contained 

Many MSX mods hed wo 
cared slots, Konami took 
advantage ofthis by bulding 
{eerat inte ite games tat you 
could anly access with two, 
Eartidges at once sini to 
‘he way that GBA gemes often 
Unlock content in BS games now. 

Konami released s0 mary 
IMSX games that in 1888 
for the Satan and PayStation, 
“The Konami Arviques MSX 
Collection featured 30 suey 
{games but, say, no MSX2 sles. 

‘The ‘Beeeard’ format used 
inNeCs PC-Engine concole 
Was first used on the MSX. It 
Was manufactured by Hudeon 
{and required a special adaptor 
arid to load it 

‘Metal Gear 2: Solid Snake is 
probably the best MSX2 game. 
Rivas only efialytrans'ated in 
2006, however, when appeared 
{sa bonus feature in Maal Gear 
Sold 3: Subsistence on the PS2 

‘A handful of the MSX 
another single format’ console 
‘he nevecesstul 300, 

"Though Microsoft hasn't 
‘Been invelved with the MEX. 
since 198, the name lives on 
inthe company: the internal 
product code forthe Xbox 

A staggering 265 citferent 
MSX models are known to exist, 
Dut there may be mere. Nebody 
Variations were manufacture. 


COMMUNITY Msxsites To watcH 


Generation MSX 


MSX Museum bOX 


SX Museu BOX isthe est 
vaya fd ou abot te mary 


MSX: 3 58MM, 780 processoy, 
‘kb-128kb RAM, T6kb video 
RAM, 256x192 resolution 

(with 16 colours), AY-2-8810 
sound chip 

MSX2:3 582 780 processor, 
ikb-512k0 RAM, T28K0 video 
RAM, 812x212 rasolution (with 
16 colours), 2564212 resolution 
(with 256 colours), YM2149 
sound chip 

MSX Turbo R: 716VH2 RE00 
‘processor, 256i-S12kb RAM, 
128k video RAM, 256x212 
resolution, YMZI49 sound chip 


‘Ait ike Lemanéa bt for the MSX. 

this ste has spens te last cecace 
bitempung vo eanogue every MSX 
fore, nakiton tote gues stg, 
oul algo find iar of trea 
rages anc foram poplted oy 
Inenaly MSX aires, 


MSX Resource Center 


‘The most comprehensive English 
language nevis service for be MSX. 


ut you nee ta krow a 
tranlivans snd nametreve garnets 
Is your frat sop Te forum frenaly 


The Ultimate MSX FAQ 


As the rare suggests, the Utiete 
ISX AG is cormerenerave, ths 
the nfo you'd ever need Io eno ut 
the MS ant software Everytnng, 
3 cover, fom a history af the project 
‘inden anaiysi of te haere art 


SCORE-004 


Imodiels 25 companions to the company's 
synthesizer keyboards and consequently 
buit MIDI ports into most of its machines, 
bundling them with audio leads and music 
software, Others, lke Sony, aimed their 
hardware at the professional markets, 
fitting the machines with as much RAM 

‘as passible and often building flappy disk 
drives and even LaserDisc or VHS samplers 
into the hardware. 

The diversity of the early MSX models 
yas instrumental in gaining a foothold 
in Japan. Consumers could buy with 
confidence, knowing that 
any MSX branded software 
‘or hardware they bought 
‘would work with their own 
machine, while the different 
price brackets meant that 
dedicated users could buy a high-end 
machine for the workplace and a much 
‘cheaper, but fuly compatible, machine for 
the home. The standard was considered a 
success and, with the combined force of fs 
licensees, became a worthy contender to 
‘other Japanese computers of the time, ike 
NEC's PC9B series, 

This early success naturaly attract 
the attention of a number of videogame 
publishers and many of Japan's best soon 
began to support the standard, Konami 
Hudson, Square, Compile, Enix and 


Falcom all developed and published several 
games for the system, and many of those 
companies’ most famous franchises began 
life on the MSX. 

Having gained a strong position in Japan 
the MSX Association naturaly set its sights 
fon the US market next, but things didn't 
go so well this time. The US, of course, 
had been gripped by Commodore fever 
since 1882, and only a fool would gamble 
on an outsider taking away the C64's 
formidable market share with a technically 
inferior machine, Only one US company, 


&6 The MSX was attacked as a 
foreign import) «= 


Spectravideo, bothered to license the 
standard in 1984 and head litle impact on 
the market. Yamaha also brought some of 
its MSX models over to the US, but they 
‘wore markoted under the umibrola of music 
technology and went ignored by games 
fans and computing enthusiasts. 

Retreating from the US, never to return, 
the MSX Association concentrated on 
her, less monopolised territories instead. 
Seeing the widespread use of 8-bit 
‘micros in Europe, the allance moved in 
to take advantage of the eager consumer 
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base. Some of the Japanese licensees, 
particularly Toshiba, created PAL versions 
of their low-end machines for Europe, while 
Dutch electronies giant Philps became an 
official licensee and one of the format's 
biggest supporters worldwide, 

Inthe UK, the MSX was mat with a 
mixture of indifference and animosity. As in 
the US, the underpowered hardware made 
MSX games look weak in comparison 
to Commodore 64 titles, while the more 
impressive games, such as Konami's 
excellent arcade ports, were oniy released 
‘on cartridge and seemed 
vastly overpriced in 
‘comparison to the tape 
software that most were 
Used to. As a result, the UK 
MSX became lumbered 
mostly with second-rate ports of Spectrum 
‘games and was once venomousty attacked 
ina Crash editorial as a foreign import that 
could rob the British developers of their 
national identity 

‘With its confused catalogue of software 
and one of the country's favourte games 
magazines dead against the system, 
the MSX never realy took off in the UK, 
butt did perfor well in other parts of 
Europe, Holland, in particular, embraced 
the machine with open arms. This was the 
home country of Philips, afterall, which 


UK 
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relied upon national goodwil toward its 
own brand, as well as its truly excellent 
hardware variations, to take a fim grip of 
the Dutch computer market, To this day, 
the MSX remains extremely popular in 
what is now the Netherlands, where tis 
ramembared with the same fondness as 
the Spectrum and Amstrad 
are in Britain 

Other territories outside of Japan that 
aso embraced the MSX system include 
Brazil, which explains the huge number 
of Portuguese-language fan sites on the 
web, and Saudi Avabia, where the standard 
became the first home computor to be 
made avaiable in the country. Pioneering 
Saudi Arabian tachnology affilates Sakhr 
‘and Al-Alamiah licensed several MSX 
models and created the worlds frst 
Arabic word-processing standard around 
the machines, a move that ensured the 
companies a place in the computing 
industry that survives to this day 

Despite te great start in Japan and 
limited success throughout the rest of the 
‘world, the MSX didn’t have many more 
‘years left init, and by the mid-Eightios 
it was starting to look quite dated in 
comparsson to other computers. By 1985, 
European gamers eagerly ca: 
westward, to the fledging Amiga and 
Atari ST formats with their incredible 
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dominance of the Japanese videogame 

industry and threatened to crush the 

MSX under its giant red and white boot 
hough bath machines were technically 

both 8b, Famicom games appeared far 

superior thanks to a number of flaws in the 

MSX design. The way in which the MSX 

addressed its video RAM was relatively 

slow and prevented smooth seroling from 

screen to soreen, thus limiting most of 

the MSX's games to flp-screen visuals. 

In addition, the computer's high es made 

wasn't quite up to scratch and created a 

ish effect simiar to the ona that 


These flaws were acceptable by the 
standards of 1983, but they soon made the 
MSX look old and rusty as new machines 
entered the market, and so the MSX 
group designed a new format that could 
Compete with its contemporaries while 
remaining backwards compatible with 
ne original software. This new standard 
‘was simply named MSX2 and, in addition 
usual hardware upgrades such as 
a faster processor and extra RAM, the 
graphics chip hed five new video display 
‘modes builtin, Some of these allowed 
‘games to play in high-res without colour 
clash; others were used to display digitised 
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images on ttle screens or in desktop 
publishing software. In-game seroling was 
slightly smoother on the MSX2, although 
itdid cause some sprite flicker in the most 
‘omplicated games. Most MSX2 machines 
also featured a 3.5-inch floppy disk drive, 
Which allowed developers to produce 
their software at a greatly reduced co: 
‘comparison to cartridges and gave home 
Users @ much more relable storage solution 
than cassette tapes, 

in some ways the MSX2 was a huge 
success, but in other ways it was an equally 
large failuo, The standard was completely 
ignored in the US and UK and was not 
widely adopted in the poorer regions 
like Eastern Europe and South America, 
Which left only Holland and Japan to keep 
the MSX flag flying. As before, Phiips 
happily icensed the MSX2 technology 
and produced some wonderful hardware 
under the standard, Jananese licensees 
weren't as supportive as they had been for 
the orginal MSX, but many of the biggest 
manufacturers, such as Sony, Samsung 
‘and Panasonic, continued their support and 
created all mannar of MSX2 unt. 

‘Although the MSX's global presence 
was notabiy shrinking, the support of 
‘manufacturers in Japan and Holland 
al the format held on to its two 
ies and many game developers 
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‘consequently stayed with the machine, 
Konami the biggest Japanese developer 
‘of MSX games, had moved on to the 
Famicom but had kept its MSX division 
alive, and itis in the MSX2 period thet 
this division created its greatest games 
‘and, therefore, the best games on the: 
system. With Metal Gear creator Hideo 
Kojima sill posted to the MSX team, 
the format bonefited greatly from the 
designer's newest creations like 
Matal Gear 2: Solid Snake, Snatcher, 
and SD Snatcher. Other Konami 
teams also created their own 
biiliant games, such as the 
horizontal shoot-em-up 
Space Manbow, Ganbare 
Goemon (Mystical 
Ninja), and Varnpire 
Killer (Castlevania) 
The likas of 
Capcom, Compile, 
Nameo and Taito 
all released games for 
the MSX2, many of which were 
arcade conversions that were much more 
‘accurate than their MSX equivalents, 
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©6Nishi was thinking about the 
internet in 1986, when such tech 


was still in its infancy 9) : 


the format received a known 1,200 gar 
in its lifetime, But that wouldn't be enough 
to save the MSX's skin 
Ever aware that the MSX was fighting 
a losing bartle, Kazuhiko Nishi struggled 
to understand why more people were not 
interested in his machine. Offering an MSX 
to his grandmother, he pointed out all of 
e things she could do with it. "You can 
write letters,” he said, But she told him 
she could already do that with a pen and 
paper. “You can work out stock prices,” 
he countered, to which she held up her 
calculator. Finally, he explained that she 
could use the machine for entertainment. 
“But” she said, “I have a TV for that. 
Nishi thought long and hard about 
how he could make the MSX relevant 
to the ives of ordinary people, He 
considered technologies that had been 


widely adopted throughout Japanese 
households like television, radio, and the 
telephone and realised that they all had 
fone thing in common: thay existed in 

‘a communications network. If anly he 
could network all of the MSX systems 
to communicate with each other, as 

well as receive softwere from a remote 
broadcaster, then consumers would feel 
Tike they were missing out on something 
fone in their home, He was, of 
course, thinking about the internet, but 
his was 1988 and such technology was 
stil in its infancy, way out of the reach of 
affordable home electronics for at leas 
another ten years. 

Inthe meantime, the MSX group took 
another stab al perfecting the hardware, 
though this time they aid it without 
Microsoft, which had washed its hands of 


the MSX and declined to improve any of 
the buiitin softwara, This was presumably 
because the IBM PC was picking up soeed 
in the west and Microsoft didn’t need 

to compete with its own Windows 2.0 
‘operating system. 

In 1988, instead of creating an entirely 
new machine, ASCII designed the MSX2+, 
‘hich included a buitin 9-channel FM 
synthesizer, the ability to display stil 
images in up to 19,000 colours, and 
three new video mades, one of which 
totally eliminated the fickery scrolling that 
had plagued the MSX since 1983. The 
hardware itself featured two sliding dials 
one to change hardware speed and the 
other to enable auto-fre — as well as an 
importfriendly RGB output 

Sadly, but quite inevitably, support 
of the MSX2+ was evan weaker than 
for the previous two machines. As the 
new machine was quite rightly seen as 
‘a meagre update ta the MSX2 and not 
4 serious market challenger, most MSX 
licensees didn't see the point in producing 
new hardware. Only Sony, Sanyo, and 
Panasonic ever developed any MSX2+ 
computers, and only a handful of games 
were made exclusively for the system. 

‘When it became time to think about 
creating an MSX3 in 1880, Nishi cast 
aside his ambitious network ideas and set 
his sights on the CD-ROM. Noting that 
console manufacturers ke Sega end NEC 
planned to add CD-ROM drives to their 
‘consoles, ASCII considered integrating 
CD-ROM as standard into the next MSX 
hardware but eventually decided against it 
because it felt the seven-year-old medium 
‘would soon be superseded. It was right, 
of course, but it would take another seven 
years before DVD would materialise. 

Not embracing the CD-ROM was 
arguably the last straw for the MSX 
manufacturers, Philips, the original creator 
of the CD, hadnt supported MSX for 
some time and by 1980 it was clear why. 
The Dutch giant was working on its own 
computer technology, the CD-based 
D+, which was sure to be capable of 
much more than the now extremely 
deted-looking MSX. Sony, kewise, hed 
movad away from MSX and toward CD, 
as it worked secretly with Nintendo on 
the SNES-CD project, which was due 
for release in 1981 but would eventually 
resurface in 1983 as tho Sony PlayStation. 

By 1990, the lst of MSX licensees had 
dwindled to just one: Panasonic, which 
helped create the final MSX standard, 
known as the Turbo R. Two variations of 
this underpowered 16-bit machine were 
created, but both went by unnoticed, 

The Turbo R was too litle, to late, The 
format’s once-loyal developers knew it and 


shifted their allegiance 
over to Nintendo, Saga 
and NEC, if they hadn't 
already done so. The 
MSX was dead and Nishi 
finally turned his back on 
the system, choosing to 
concentrate on ASCII's 
thor business interests 
and taking a job as 

a media enginearing 
lecturer at the Tokyo 
Institute of Technology. 

In truth, though, the 
MSX had really died 
around the introduc 
of the 2+. The earliest 
success of the MSX 
came from a strength 
in numbers, afforded 
by the combined. 
brand identities and 
market presence of the 
system's licensees. 

But as ASCII faled 

to improve upon the 
MSX specifications in 
ways that appealed to 
those licensees, their numbers dwindled 
to the point where not enough machines 
were manufactured to attract the software 
developers, From there the MSX fell in 

a spital of deciine. As fewer developers 
created new software, the machines 
became less attractive to consumers 

and licensees saw fewer reasons to 
manufacture more hardware. And then, of 
course, [BM and Microsoft vitually created 
the modem-day computing standard with 
the Windows-based PC, a format so 
successful that it relegated the MSX to the 
status of failed experiment 

‘And that's whete our story ends. 

Except it doesnt, because in 200 
Kazuhiko Nishi made a shock appearance 
at an MSX fair in Tilburg, the Netherlands, 
‘and announeed his plans to revive the 
MSX format. Speaking to surprised 


attendees at the show, Nishi openly 


discussed the lengthy history of the MSX 
format and declared that there was still a 
place in the world for the MSX. 

‘As it turns out, that place wasn't a 
brand new worid-conquering system 
bout an actual ‘revival’ that would enable 
new users, as well as enthusiasts, 10 
‘oxperionce the retro MSX in a brand 
new way. Under the name of the 
MSX Association, of which Nishi is the 
chairman, the revival began with the 
release of the MSXPLAYer, a small USB 
device that allows real MSX cartridges 
to be plugged into @ PC and played on 
an official MISX emulator. Next, the 
association worked with Dé Enterprise on 
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‘Several MSX machines 
had two cartridge slots 
builtin, a feature that 

Konami made smart use 

of by unlocking cheats and 
Easter eggs in some ofits 
_games by combining them 
with others. Here are some 
of the most interesting 
‘combinations to ty. 

8 Yie Ar Kung-Fu 2 with 
Vie Ar Kung-Fu - Just before 
death, your father appears 
with a nice cup of tea 

= Nemesis with TwinBee— 
Replaces the Vie Viper with a 
‘Twine and the power-ups. 
vwith bolls 

© Ganbare Goemon with 
Q"Bort— 

Unlocks a hidden level select 
mode and pause function 

© The Maze Of Galious 
with Knightmare You can 
revive the player 99 times 
rather than the standard one, 
Nemesis 2 with Penguin 
Adventure —Changes the 
Vie Viper to a penguin and 
poworups to fish 

1 Salamander with 
Nemesis 2— 

Unlocks a secret fina! level 


Project EGG, another official emulation 
program that alowed both old and 
naw MSX software to be downloaded 
for a small fee and played on a PC. A, 
European version of this project, called 
WOOMB.net, was also started by @ 
‘company called Bazix in 2006, but it 
was sadly discontinued in June 2008, 
‘due to a disagreement with the MSX 
Association. 

Finally, in 2006, the MSX Association 
reamed with D4 Enterprise and ESE 
Artists’ Factory to produce the first 
new MSX hardware in 16 years. Known 
as the IchipMSX, the new hardware 
ses an FPGA chip with the full MSX2 
chipset programmed into it and can play 
commercial MSX cartridges as wel 
as downloaded ROMs on an SD card 
The TehipMISX is due to be released 
in Europe in the future, once the MSX 
Association finds a suitable distributor. 
Until then, if you want one you'll have 
to keep an ye on eBay or trawl a few 
game stores in Tokyo, where we found 


our own unit. 
Quite what the future holds for the 
MSX, we do not know, but we dou 


that it will remain a relic of the past 
like so many other 8-bit micros af its 

ime. The original ereacor sill holds the 
rights to the name and is claary intent 
(on keeping it alive, and when it comes 
to a guy lke Nishi, who can throw the 
sort of curve balls that he did with the 
announcement of the latest MSX revival, 
Iterally anything could happen in the 
next few years. 
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PERFECT TEN GAMES 


to its high cost and nonexistent reta? support. the 
Ged snd he CPC th U Kear same boone the SK provid 


ASX was con 


ianty overshadowed by the Spectrum, 
da whole host of fantastic games, and 


‘even proved the early stomping ground for mary of videogames’ mast popular franchises. Here's the proof 


SPACE MANBOW 
Renn eUae 
ane 


ALESTE2 
» RELEASED. 1979 
» PUBLISHER: COVPLE 
>» CREATED BY COMPILE 


> BY THE SAME DEVELOPER, SPARASTER 


Not only the greatest shoot’em-up on the MSK, 

but one ofthe best shoot-‘em-ups period. Konom’s 
wonderull tes Space Mandow's a mesmerising tour do 
force forthe machine tat captvats and engages from is 
opening evel ~a wondertuly grounded take on the Bydo 
‘gate stage in FTyoo. From here the game continues 
compress, thanks to fartaste arcade visual, a stint 
souncrack and frenetic shact‘ernun acto, which Scols 
smoathy, bath vertaly anc horizontally, wth very ie 
‘Sloncdown wen things get sy Wie rare and expensive 
tb come by these days ~ a complete boxed version wil 
you around £100 Space Manbow's whaly wort seekng 
‘ut for any MX colecton, 


PENGUIN ADVENTURE 
» RELEASED: 167 
» PUBLISHER: KONAM 
» CREATED BY: HOEOKOJ¥A KO" 
» BY THE SAME DEVELOPER, 
SNAICIER 

This follow up to the 

Popular Antarctic Adventure 
finds the heroie penguin Pentaro 
desperately seeking a cure fora 
sick penguin princess who has 
succumbed to a deadly plague 
Gating shot to netorety atin ite 
forbeing Hidoo Kojrrats very frst 
ppubishea tl for Koran, Penguin 
Adventur is one othe ines, ard 
‘most toch savvy games, to apoear 
on the MSX. The game essontally 
comes down to an action racing 
‘game, viewed fom tat familar nto 
the-sereen perscective, and staring @ 
cast of sckeringly cute tte penguins 
Penguin gars simply don get 
better than tis, 


VAMPIRE KILLER 

1» RELEASED: 1b 

> PUBLISHER: KONA 

CREATED BY: KONAM: 

> BY THE SAME DEVELOPER: GRADUS 
The first ever Castlevania 
‘game to be released in 

Europe, Vampire Kileris actually 

duite different to the more 

established NES game on which 

twas based, The MSX2 exclisive 

‘sivops out-and-out acon 

Considered ‘searc for a bunch of keys 

ina caste’ acton Why Konarn ft the 

nee to go and mess with the orginal 

isamystery—we can onlythnk thst ro 

perhaps Konami fet that people who 

play garnes wih keyboards nec te 

somethng deeper to sink het teeth 

into than those who use ypads 

Nether is better shan the other in the 

fen but NES and MSX fons wil argue 

‘hat ther respective version was the 

best unl the end of time, anjvay. 


> BY THE SAME DEVELOPER. PU 


‘Three Aleste games appeared on the MSX, and 
all are worth seeking out. Wve the final gare in, 
the tia, Gaiden would suoplemens a, jets and soaceeratt 
‘wth Japanese robot sus, there's eal na: much 
separating the games in torms of ther quay. Compie's 
popular sot orp franchise i abi forts reoetve, 
‘open foving lees, fast paced gameplay, deen weapon 
system and a neat mechanic wherecy the very foun ct 
8 pewer-up wil grant you mementary innerabity As 
‘we can onyy pick one game, thas tobe Aleste 2hecause 
itlooks superb, slows you t select your weapons atthe 
sar of te game, and the fst te nthe canon vo feature 
rececurrng protagonist Elinor. 


BOMBER MAN 
RELEASED: i 
» PUBLISHER: UNSONSOFT 
» CREATED BY: ASONSO>T 
» BY THE SAME DEVELOPER-'V3fI0 

PARTY 

‘Spectrum owners will 
recognise this game as 
Eric And The Floaters, but the 
‘game's MSX version went under 
the more familiar and seminal 
title of Bomber Man, and marked 
the first appearance of Hudson 
Soft’: infamous bombardier. This 
rmaze-based action game finds our 
ing ass ike acre Japanese 

robot and mare lke Miner Wily 

rca Jot Soret} with a sange 
blue rule (ony visble inthe SX 
version Unike later versions, ts 
was srgle-payer only and therefore 
Slot iess fun. Butitemans a 
fascinating insgnt int he orgins of a 
tive videogame egend, nevertheless 
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METAL GEAR 2:SOLID SD SNATCHER GOLVELLIUS 2 


SNAKE > eezisen in RELEASED 1 
pereei PULSER KOH PUBLISHER COPE 
aoe TT er ERODE COLE 
» BY THE SAME DEVELOPER: ceelbscnsanad Compile had an excellent 
Ree 017 teeta cert fencer 
‘There are actually two Kojima succeeds in creating ‘Sadly, though, the company 
06 retina! Soe,2 _-smemtivenarave around Sloe doors 852 and many 
one by Konami that was released ‘the limitations of the hardware. millions of people wept into their 
era Konami tatwarrlsned — Flonmgusrmir gone oor Rar enya tyes se 
‘tat nus talons for th OAS = Gllian is stl trying to eradicate fora Zolda tke adventure for our 
but the MSX sequel is the better of snistes ta ckecaae iekat de with Galvellus 2. The sees began 
3 - aden, & ‘comic book gameplay in favour of an nfusingly titled remake for the 
esabiahedmary gemepiyiéets— reduoanictes feviowort Manat tedtmnsran 
‘abou gon rake PSone astern bate sven, where vera ia map anu dungeon 
solen rxisily race colons players could pinpoint specific body. ‘exploration similar to Zoic, the. 
shay sends pats they wanted to atack. Easiy 


buts Japan but a tansited version 
appear Metal Gear Sota 3: 
Subsistence on PS2 


YUUREIKUN (AKA MR GHOST) 


» RELEASED: 177 

> PUBLISHER SYSTEMSACOM 

>» CREATED By, SYSTEMSACOM 

>» BY THE SAME DEVELOPER: MACHEN VES 

(09 Mrtostisa side ad vata -th game aemates 
between the two - serolling shootem-up wh 

you play a buck-toothed ghost who's being bullied by 

‘other ghosts, jumping spiders, and crows, probably about 

his prominent teeth Vr Ghost lays remaveably clase to 

rors Mr Hel, so much so that ty could, fact, be related, 

Both games let your enarater mave night rections, bath 

allow you te defer parts of the environment, and both have 

2 super determactiook to them, What sets bis game aside, 

‘hough, its combat system. Mr Ghost dispatches a ile 

sper looking ghost al enemies and can only redeploy in 

alter he's retuned. Mr Ghost can aso perform a bum rash to 

destroy eneries sneaking uo bahind him or beak bricks. 


game's ticity, action, visuals and 


‘one of the most mmersive adventure arity make ia rel must fot any 
games on the systern role pling game fan 


THEXDER 

1» RELEASED: 176 

> PUBLISHER: GAME ARTS 

» CREATED BY; GaN ARIS 

2» BYTHE SAME DEVELOPER: GRANDIA 


0) Tisrest sant rbosdesroting shoot emu 
a great example of the genre. The player assu 
the rie ofa Robotech esoue robot with the power to 
transform into at plane the trarsfermatian ef 
game is actualy pretty impressive - and rust nogaiate a 
etes of labyrshine stages ~ often by repeatedly switching 
ween the robal's wa forms - before getting blown to 
smithereens by pavoling enemy cai. I's 2 realy simple 
premise but one that becomes stengely addetve, The 
puzze/straogy etemont ad laser, wich i only avaliable 
{you n your robot fry, was a notabie inspiration to 
Treasut’s Barga.0.A sequal, caled Thexdor Noo, snow 
avaiable on Sony's PSP Mins servic, 
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An Acorfi Electron 
Retrospective 


They say mighty oaks grow from little acorns but in the 
case of the Electron, it was the other way around. David 
Crookes talks to Acorn’s tech genius Steve Furber and 


its co-founder Christopher Curry about the 
budget version of the BBC Micro 


hen tasked with creating the Acorn 
Electron, the team weren't too kean 
‘on the task. "We didn't want to do 
it” says Stove Furber. “Irecall the 


technical team was not enthusiastic 


The Electron wasta be halfthe size 

of the computer that was making great waves 

in schools and itwas geared towards parents 

‘who wanted to buy a recognisable; seemingly 

educational computer at a more affordable price, 
“also think Chris in particular was keen to try 

and eat a bit more of Clive Sinclair by attempting. 


to move Acorn down into the section of the 2X 
Spectrum,” Steve adds. "But our sense was that 
the right direction for Acorn was to go upwards and 
‘onwards rather than downwards and backwards.” 
twas 1982 and Sinclair had been making 2 
‘huge impact on The 2x81 
cost (69,95 fully bul 28 kil) anditwas 
shifting 40,000 unit wth. The ZX Spectrum 
trad just bee e was set at 8 


went on to sell 15 million, Chris felthis company. 
udget-end marketplace. 
rivalry to address. 
for 13 years but, 
jumped ship and 
Jointly set up Cambridge Processor Unit Limited 
in December 1878. Three months later, Acorn 


THE BUDGET BBC - AN ACORN ELECTRON RETROSPECTIVE 
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eco rather 
than backwards 


ane 


uters was born, debuting with the wel received 
System 1 machine which had helped Acom gain 
enough kudos to win ts fight against Sincar over the 
lucrative rights to produce computers for the BEC, 

By producing stipped down and cheaper version o 
the Electron, Acom believed it was able to achieve two 
things: a foothold ina stong, emerging sector of the 
‘market, and another finger inthe eye of Sir Cave. “Ihave 
no regrets,” Christel us. "We needed something that 
‘could be priced near enough to compete with 
‘compatition, the Spectrum, We had to take away alot 
‘of the fil that were bul into the BBC Micro, cal tan 
Acorn product so that we didn't have to pay royatias 0 
the BBC and have freedom over the prices. We also had 
+o produce something that would be extendable beyond 
the BBC Micro, And that's what we did. We looked in 
producing a future-proof product. 

“The Fiectton was effectively an attack on the 
Spectrum line butit was also pitched as a rival 
ric and Dragon computers. it will have a massive 
impact on the salas of these machines,” Chris old 
Acom User magazine. Yat there ware misgivings. 
“There was a feeling that we should stay superior and 
‘above the marketplace,” Chis tells us. “But the [budget 
end] was a big marketplace. We were faced with a 
technical challenge but itwas an interesting one, We 
‘ended up with a terrific product.” 


Given the intention was to 
primanly biow the Spectrum 
‘out of the water, t's surprising 
thatthe design team did't look to0 

closely at Sincia's machine. “I don't 
think we ld any reverse engineering of the 

Spectrum,” says Steve, "I don’tremember 
taking the Spectrum apart and m not sure | 
‘ever touched the Spectrum, actualy.” Instead, the 
process was about solely looking atthe BEC Micro and 
slashing the number of chipsin the machine. 


ather than have 102 as in the Micro, 
Furber and the team were able to get 
the Electron down to around a dozen 
including a 6502A microprocessor 
running at 2Mhz, two 16k memory chips, four RAM 
chips, nine simple TTL chips, @ quad-operational 
ampitir chip and—most important a single 
Uncommitted Logie Array (ULA) chip which attempted 
{0 take on board al ofthe key functionality ofthe ones 
that were boing axed. This essentially creatod a sy: 
on a chip and t alowed the Electron to be placed in a 
box that was far smaller than the Micro. “We had to do 


‘much heawer integration on the ULA,” says Steve. "But 


there were various other things we did specifically for 
cost reduction that compromised performance a bit” 


How the Electron shapes up to its counterpart 


‘SLOW SPEEDS 


tm The Electronhadihe same CPU. 


RAM, Each bye had ta be fetched twice, 


NO 6845 CRTC CHIP 
graphs were contvoied 

845 CRTC plus avideo ULA 

te prove the colour paete. The 


HARDWARE 
INCOMPATIBILITY 

mf programwashardwate-specifie and 
trade access aspects ofthe BBC Mero, 
then it would not un property ona bare 


Elecrron because ofthe integration of 0 


NO MODE7 

‘Mode 7 was used for Teletext andit 
allowed for double height and flashing 
characters, aking up 1KB of memory 
‘The Electron ddr'thaveit 

designers had chopped the SAASOS chi, 


ONE SOUND CHANNEL 
The sound channels ofthe Mero were 
turnedint thre vital ones that were 
then incrporated nt a single physieal 
channel on the Elecron meas 

" 


‘SLICKER KEYBOARD 

The Electron had the most efficient 
af the two computer Keyboards, With 
‘5b ays ~18 fever than the BBC Mico 
Hemost noticeably i aay with the 
physical red function keys and alowed 
ser-defnale function keys intend 


“We needed something that could be 
priced near enough to compete with the 
main competition, the Spectrum 


Thee were uerdetie 
fnebonys btn eee 


Itwas a tough ask and the tea began to stage. 
The graphies ofthe Electron and Micra were set to be 
he same by and large but one problem that had to 
overcome was an issue with the video ULA. "Itwasa 
‘major concer," says Steve, pointing tothe difficuties 
in pushing the video ULA to the limits by running it 
at 16MHz in order to gain a 640x286 resolution in 

Mode 0. “We had been extremely careful when wee 

designed that bit ofthe Flecivon ULA but we stil had 

some display break-up problems, and had quite a long 
vwrangie with Ferrant ever what the cause of these was 
and what the appropriate fix would be,” Steve explains. 


erranti assumed the design wasn't right; 
that the Acom team hadn't designed it 
fully to its specification. But while that 
was an accusation that could easily have 
been levelled at the BBC Micro vdeo processor "it was 
not wel designed to spec, and they used some design 
techniques that were scary,” admits Stevel, twas 
‘more cifficult to justify with the new machine, “On the 
Electron we were careful to implement the high sp 
part na cfferent way to make sure if the logie worked 

10 spec then the chip would be relable,” says Steve. 
“But itwasm't. And that's because the chip wasn’ 
working to spec, not because the design wasn't.” 

‘Yet the ULA wasn't the only issue, compromises 
had to be made. “I think we had four accesses to the 
memory per microsecond and we used two forthe 
video and two for tho processor interleaved and so 
nothing slowed anything else down,” Steve adds. 

‘On the Elaciton, f you used a high-res mod then 
effectively, during the busy 40 microseconds of the 
sean time, the pracess had no access to the memory. If 
you used a lower resolution display mode then you got 
some access back. Basically, we halved the avaiable 
‘memory bandwidth and that compromised the dispay, 
or the processor, or both abit 

But twas important that they tried to resolve the 
issues because software produced for the Micro 
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needed to be greatly compatible with the Election, "The 
idea was that it would be BBC based and would nun 
allo the appications the Micro could run,” says Chis. 
‘Acorn knew the subsequent marketing drive would 
‘depend on it and it would also be enucal fr enticing 
customers who wanted the benefits of awning a Boab 
‘machine without ts associated costs. 

Inthe end it became clea that full compatiolity 
‘would not be possible but that the machine should 
atleast be harchware and software compatible with 
the features it supported, "There was some loss of 
performance which was abit of an incompatiilty, but 

fu sed the same operating system and the 
same microprocessor so, 


Atthe same time, the chip alowed the Micro tobe used 
‘asa Prestel terminal which offered a primitive form of 
intermet. By dropping it, both functionalities were lost 

It means the machine was not as compatible with 
the BBC as it might have been,” laments Steve. “It 
‘wuld’ run programmes that relied an Made 7 being 
there, There were quite afew of those because the 
Beeb was faity memory constraned. If you could do 
‘what you wanted to do in Mode 7, that only used TKB of 
the memory so you had 31KB left for your programme 
and data, whereas if you used Mode 0 that used TOKE, 
so the ful sereen used 20KB, which left you with 12KB, 
Mode 7 was very attractive andit 

would give yous form of 


ofan ass The machine was eyiwmwrven: 


it went until you tied 10 


The hardware 


tscoeauenanet = NOtAS Compatible — arcorccsboweos 


there,” explains 


Speed was sti with the BBC asit  aitcimennen 


autor" might have been pte 


‘comparisons with the 
BBC Micro, timings varied 

betwaen the granhies modes. Atits worst, the Electron 
would take 4.3 mes as long to run the same program, 
as on the BBC Micro. Tech journalist Paul Beverley 
noted in Acorn Usar that the 6502A processor was 
capable of running at 2MHz but it only worked to that 
speed when accessing ROM, During RAM access, it 
slowed to 1MHz. “The reason for this s that the ead/ 
write memory is arranged in four 64k by 1 bit chips, 

‘of which contains two bits of information for each, 
byte." he wrote. The ramval of the 6845 CRT convoller 
chip also slowed down granhies-heavy games. 

‘One of the noscoable chip casualtios during the tech 
team's budget induced cull was the chio which supplied 
Mode 7, the only one of the eight Micro modes to be 
‘dropped, Mode 7 was the default soreen mode whic! 
100k up a kilobyte of memory and alowed the BI 
Micro to present hi 
farrilar by the BEC's teletext service, Ceefax, and t 
was an orginal requirement ordered by the broadcaster 


5 text Il was also the mode made 


ograms and games had 
riten in order to 
speed them up, Titles such 
as Monstars, Starship 
‘Commandand Metoors were re-coded by Acomsoft. 
Others such as Reckot Raidand Planetoid suffered 
‘rom the Electron's lack of sideways soraling {the 
latter ported well ctron and added features 
Electron launch ttle Snapper could not have run in 
its orginal form because it used hardware timers ne 
present in the Electron 
‘Acomn's answer to the loss of certain features was 
+0 provide add-on madiules that could be plugged 
into each other. The idea was they could be chosen 
tay consumers to ft thairneads. “There wera seven 
different add-on madules in the orginal plan,” Chris 
says. "We launched the frst one a year late but we 
\were looking at having them for multile controling and 
Teletext.” The frst was a huge general-purpose module 
called Plus-1 which comprised a printer port, two parallel 
FOM sockets, a joystick port, Slotted into the back and 
costing £59, it expanded the Electron's sze toa depth 
matching the BBC Mio 


sherry wtih as ge eneren coda 


oe 


LOVING THE ELK 


‘Acorn co-founder Christopher Curry lists his reasons for 
believing the Electron — which was nicknamed the Elk - 
deserves its place in computer history 


Itwas so much cheaper to make so that it competed 
directly with our main competitor in the mass consumer 
market — the ZX Spectrum. 


2) Te styling was crisper than the rather ponderous 
Beeb, The case felt solid and the computer was small 
enough to carry about with you. 


Itwas labelled Acorn, We had been subjected to a 
certain amount of identity loss during the Beeb days, 


‘The modular approach enabled ‘Horses for 
Courses’ so the initial module did all that a 
games player/programmer novice needed. / 


The industrial controller market bought 
the module they needed, The physical 

arrangement meant that modules could 

be daisy-chained and physically bolted to its 

neighbour for a solid feel rather than a mass of 

interconnecting wires 


66 The serious number eruncher would plug on the 
second processor —a 32-bit from Natser 


“The modem and the Teletext adaptor were other options but 
many further modules remained as ideas for the future. . 


With its huge ULA it was the most advanced custom 
chip design in the world at the time — pity it was also 
the biggest fly in the ointment. 


© twas the inspiration for the Communicator the 
networked business machine with remote servers that 
arrived before the internet! 


J] Qpitw2s.atsoxthe inspiration fr the Keyiine 

shopping Terminal - based on autodial modem 
and ICL Traderpoint switched networks which, again, 
emerged before the internet. 


THE BUDGET BBC - AN ACORN ELECTRON RETROSPECTIVE 


he video ULA continued to pose 

problem, though, and it delayed the 

project for many months. “The ULAS 

‘were marketed strongly on having a very 
‘smal loge swing but in my view, t was too small. We 
dint fix the problem in time for the Christmas 1982 
‘market which was the time when the Electron would 
have sold realy wel fithad been availabe, We got it 
thoroughly fixed by eary 1984 by increasing the voltage 
‘swing by aout 50 per cent and so we made lots of 
Electrons that Christmas but by then we'd missed the 
‘market and the company was laft with quarter of a 
milion unsold Electrons in a warehouse.” 

The computer had been formally announced on 25 
August 1983, a year afterit had been taked about but 
supplies were low with ust 30,000 Etections avaiable 
for people to buy. Games began to be released that year 
and demand continued to be high but it wasnt until the 
following year that things were able to pick up, “There 
\was.a concer thatthe situation had defintely boon 
compromised by technical difficulties,” laments Steve. 
-yan $0, with 22KB of RAM and a ROM containing 
C BASIC v2, it was an attractive package, retaling for 
2 palatable £199. Power was fed by an external mains 
transformer within the large mains plug which helped 
keep the sizeof the computer down. The keyboard 
was also a full QWERTY one butit wasn't to the same 
‘quality standard as the BBC Micro {italso lost 18 keys 
Including the famiar rod function ones ofthe Micro} 

By this time, the ZX Spectrum was on 
the shaives and there was tak of a ZX 
Spoctrums. “But! think 
anicer machine than the Spectrum,” says 
Steve. “Ithad a respectable keyboard 
and it was nicely pul together. ve 
sill got an Electron ving 
anditstll seems to 
Despite tha, 
was oreatod with the wrong priorities 
in ming, “it was a nicely megrated 
package but t was a product 
‘engineered to. price point, and | 
prefer products to be designed cost 
effectively but to function and spec 
point rather than toa cost point,” he says, "Butin 
terms of the price point wee were aiming for, we got as 
‘much functionality n there as was humanly possible it 
only our functionalty had functioned 

The problems meant the Electron had a short 
lifespan. A price cut to £129 in January 1985 halpad to 
ignte sales, as di # later reduction to a modest £99 but 
‘Stave says the computers were being sold ataloss: 

‘There was a large stock, so there was a reasonable 
‘market penetration but they stopoed making them 
{airy early on so | pretty surprised that software 
sales lasted that ong, The machine cost Acom alot of 
‘money, Acom was seling them to Dixons for £50 or 
soand Dixons was soling tham for £98." On the flip 
Side, the Eleciron ad go on to enjoy along lifespan in 
software terms atleast. Apps and games continued 10 
bee produced until the early Nati. 

Steveis philosophical about the Electron’ time. 
‘company because ofthe milions it spent 
building the stock but t didn't hurt the BBC Micro, And 
shortly after the ARM processor, which we also worked 
1, turned out tobe a runaway success. So the Electron 
was this thing int that dict quite tun out as 
successful. You can't win them all.” 


ans 


he Japanese counterpart to the West's Nintendo 
Entertainment System was superior in almost every 
respect. I's perhaps surising, then, that few people 
Dutside Japan know the full impact ithad on gaming 
history, Production of the Famicom was discontinued in 
lato 2003, having outlasted evory other consola evor developed. Evan 
then, the assembly ine was only siooped due to dificuity in obtaining 
‘the necessary electronic components. 
“To commemorate the Famicom's passing, varous grouns set about 
creating dedication memoraila. The Toxyo Metropolitan Museum 
cof Photography held a Famicom arts exhibition rom 4 December 
2008 to & February 2004, showcasing every game released for the 
Japanese machine, along with various periphera's and model versions 
Enterbcain, in association with the famous Japanese gaming 
‘magazine Famitsu, commissioned a commemoratve Famicom DVO, 
featurng intervaws, the televised Star Soldier tournament from 1986, 
and the results of a Famitsu pol of Japan's 100 favourite Famicom 
games, which, unsurprisingly, consisted heaviy of RPGs and shooters. 


‘The Famicom was launched on 18 July 1983, Initially, only @ handful 
of games were released for the system, including Donkey Kong and 
Popeye. Designed based on the ideology that “form is superior to 
mass”, Nintendo wanted to avo Atar's mistake of releasing vast 
‘quantities of low qualty games that had ovortualy crashed the US 
games market. I: believed that, in order forthe system to 

succeed, the software would have ta be of tha 

highest qualty. The Famicom was an instant 
success, with long queues forming and 
shipments seling out as fast as they 
could be defvered, To maintain 
‘quaity, Nintendo placed strict 
licensing resvicions on 
prospective developers 


Photoby: Evan-Amos 


Licensing costs were high and licensees were only alowed to 
release a certain number of games per year to ensure that th 
‘were of a relatively high quality 

Japan was suddenly hooked. Everyone, from schoolchildren to 
salary men, was playing the Famicom, the lure of Shogi and Mario 
simply proving too strong, In Japan, gaming was not moraly a chic’ 
pastime and even professionals, such as the famous copywriter 
Shigesato itt (Mother series), had their nterasts piqued by the 
possibilty of increasing their ‘croative assats’ by writing good games. 
Many of today’s estabished games designers started producing 
tits forthe system during this time, Satoshi Taj the creator of 
Pokémon, first cut his teeth on the Famicom hardware back in the “ 
Eighties, creating the cult classic Quint, To do this, Tali bought old : 
circuit boards rom Akihabara junk shops and combined them with 
parts from his Famicom system. The legendary Shigeru Miyamoto 
‘also bagan hs console career on the Famicom, and Hideo Koma 
hoped to be assigned to the machine when he joined Kana 

The Famicom was sill popular welinto the Nineties, 
‘50 mush so that Nintendo was reluctant to release its 
‘successor, the Super Famicom, and onty did so due 
lo the pressure of rival companies releasing their 
‘own superior hardware, Regardless of this, 
the fascination with the Famicom remained, 
and in 1993 the console was remodelled 
to colebrata its 10th anniversary, Many 
features were removed in order 


les 


THE FAMILY COMPUTER | 


‘The Fae. Tae 
pares cesian 
‘wots 


The Faniom AY appara in 18, fxg 
‘Aveerpest sip ence bea, 
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to lower the cost, but the Famicom AV had a sleeker and more 

‘compact appearance. Software development for the system officaly 
final game released in Japan was 

‘Takahashi Mein No Boukenjma IV {aka Adventure [sland 4) on 24 

June 1884, Hardware production, however, continued unt 2003, 

long after its Western counterpart’s sales had ground to a halt. In 

fact, n the years leading up to its 20th anniversary, output had to 

bbe increased to meet the demands of adults who were buying the 

‘machings in order ta rele their ehidhood memorias, 


‘The Famicom is a landmark system, not least because it introduced 
‘many innovatons now taken for granted. Even today, the cross- 
shaped directional pad and Start/Select butions are used on modem 
Controller layouts — Nintendo's handheld Game & Watch series was 
the frst to utiise D-pad technology. It was aso the fist system to 
use voce-recognition technology via small microphone buit into 
‘the contol pad. In Raid On Bungelng Bay the second player could 
contol his fighters by shouting into it, while Kd learus players were 
able to gain discounts i the player spoke crecty to the game's, 
‘merchants. n Takeshi No Chousenju, the player was tld to sing 
karaoke- style ito the microphone in order to progress further, 
athough few succeeded since the voice-recognton technology 
‘wasn't entirely retable 

While many believe the Sega Dreamcast tobe the fist console 
to go onine, the Famicom actualy got thee fist. Severe network 
= a adaptors and modems were released that plugged into the system 

50 varus connection setups could be used, enabling users to check 
MG IE c text messages and horse-racing results. Sadly, online gaming was 
never implemented 

‘As the Family Computer name claims, it was also possible to 
turn the console into a form of sem-computer, comolete wit its 
‘were also produced, incuing Super Maro ‘own unique programming software (Famiy BASIC) and keyboard 
Bros 2 (The Lost Levels), This enabled many users to start programing their own simple, 
In February 1886, Nintendo took the bold Prates soon found ways of copying the home-made games and get a taste for the hardware. Speaking of 
stop of releasing a Disk System add-on sks, and the market was flooded with hardware, is Wester equivalent also sot precedents ~ special 
forthe Famicom. Although tis wasnt as haa boosogs. In addition, the cast of the region lockout that stopped US games being played on @ 
successful ast could have been, it had cartidge manufacturing started decreasing, Europoan NES and viee versa, which infurated gamors and went on 
the potential to change the face of gaming _resultng in bigger cartridges that surpassed to become a consale standard ofthe present day. 
forever. Created tolower the prce of games the memory limits of the disks. All ofthis 
by Using propctary-nade rewrlable disks, it resuiled in companies slowly abandoning a r 
‘was possible to purchase new games onthe FDS. Another problem forthe hardware Games-wise, Nintendo made good on its promise and reteased lage 
regular basis as easiy and cheaply as renting WS that ts dive belts were notonous for amounts of extremely high-quality software. Famous franchises 
DVDs today. Gamers could buy a blank disk breaking. Later, combined cartridge and disk such as Fnal Fantasy, Dragon Quest and Metroid started life on the 
from Nintendo, casting 2,000 yen {around ——_—S¥stems were released by companies such Famicom, and though first released on the MSX, series lke Goemon 
£10) and for 800 yen (£2.50) write any of a5 Sharp, butt was too lata. FDS software (Mystical Nea), Castlevaria anc Metal Gear also made ther console 
‘the supported titles onto this disk via small development was eventually stopped, debut on the system, Readers might be unaware that a Biohazard/ 
vending machines found in stores throughout and in 1998 the vending mactines were Resident Evi som-predecossor was aiso made fori Entited 
Japan. Pre-loaded disk games complete with dismantled. Had it been more successful, ‘Sweet Home, it was an APG by Capcom tha: featured several Key 
Tranuais were alse avateble from around the gaming world would probably be a very ‘gameplay elements that would go on to heaviy influence the survival 
3,000 yen (F168), but some FDS titles wore afferent pace. horror series that folowed, as well as being set in an abandoned 


<downioad-only, Ths effectively reduced today, mansion. Many would argue that survival horor started with lone In 
the cost of cartridge production, which The Datk, but some credit should at least be given to the Famicom, 
at the time was very expensive, thereby ‘Advances in technology and design scope meant Famicom 
lowering prices considerably and alawing and FDS games could increase in size and qually. Games began 
{or the production of much larger games. incorporating unique gameplay elements, and a good example 
‘As the disks were rewrtable, t meant that of this is Otocky. A music influenced product combined wth 


‘any game you didn't Ike could be easily classic shooter gameplay, Otocky was deserved as a cross 
replaced with a new one and game data between mecla art and videogames ~ Rez sits closest modem 
saved without the need for costly battery day equivalent 

‘backup. Ties such as Metwid, which Though not quite so boast-worthy today, the Famicom also 

in the West had a complex password had a hefty list of licences and franchise endorsements. A game 
system, could incorporate save featuring the antics of Kiss-influenced rockers Sekima (Sekime I: 
‘features in Japan because of his, ‘Akuma No Gyakushu), received surprising acclaim. Takeshi ‘Beat’ 
Many games were converted from Kitano had a game designed to his specifications, and Congressman 
cartridge and several disk exclusives Masuzoe created a game about “intra-otfice poles" that “taught 
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‘you the art of how to get ahead in fe” ~ conversely, congressmen 
in the US more often than not try © ban videogames. A multitude 
‘of mange and anime licences were released, such as Dity Pair and 
the rather excellent Patabox. Several major lisences were to remain 
Unknown outside of Japan, though, such 2s Master Takahashi 
Having participated in and been crowned winner of Hudson's Star 
Soldier National Raly 16-Blast championship tournament, the hero 
of the game went on to star as the lead character in Takahashi 
‘Mojin No Boukenjma, and was recognised by children across 
Japan, Rathar than satting up a similar tournament in the Wiest, 
Hudson localised the game — Takahashi was changed to Master 
Higgins, and the game ttle became Adventure Island, Interestingly 
fenough, the gam was released in arcades 
as Wonderboy. 

(On the whole, the Japanese Famicom games were vastiy 
superior to their Western-localsed equivalents. Apart from the 
fact that only a small proportion ofthe available triple-A tides were 
brought over, neatly all of them had butchered cover art (Mega 
‘Mani, were consored to some dgroe (lea Cimber, or suffered 
from the most sastarcised transations ever witnessed (Metal Gear 
The regula rainterprataton and modification of games was wholy 
Unnesessary — stagas were remaved, spits redrawn and difficulty 
levels changed for reasons that have never become apparent. 


“The popularity of Nintendo's frst interchangeable games console 
is plain to see if you take a quick look at the internet — there is a 
vvast array of dedicated fan stes, chronicing even the most obscure 
and bizarro facts — bootleg system designs and overclocking the 
processor, anyone? 

The avaiability of software in the emulation scene is also very 
revealing — there are more emulators for the Famicom/NES than 
perhaps any other console of computer. The continued recognition 
and legacy of the Famicom has caused developers to realise that 
older-style games are stil profitable. Many companies have recently 
released compilations of their past hits, such as Capcom's Mega 
Man collection and Hudson's remakes of Adventure Isiand and Star 
Soldier And lets not forget the three sets of Famicom Mini games 
released for the GBA and the system's continued lfe on the Wis 
Virtual Consol. 

The Famicom’ impact an console gaming is therefore obvious. 
Without it and the many developers who began panting their 
visions and dreams using it, we would have no Mtetoid or Zelda, no 
Mari or his tval Sonic, and the great Final Fantasy would be litle 
‘more than a twinkling in Yoshitaka Amano's eve. 


GBA Famicom Mini sores. There 
‘were trae ses released consisting 

To commemorate the end of of ten games each, with the final 

Famicom production, Nitendo sot docicated exclsiely othe 


released @ spel econ Famicom- FDS. thoy were even 
themed gold and burgundy SAS? troduced on yolow 
inverted qvanities, not meant Earrlges that mimicked 
for goneral sale. also mass- the od disks, Despite 
produced another spacal ection SP being reltely pray (US 
inthe sie of to Famicom AVior $70 9 US $30) forehat 


the masses, and then a later one 370 basicaly 20- 
based on the NES forthe Western yaar old games, for the 
market. To coincide with these, ardent collector nothing 


Nintendo converted and re-released jes chan tha full boxed sat 


the best Famicom titles as the wil suffice, 


tat soe alte es abso on 
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‘So which Famicom games 
did the Japanese public 
vote as their favourite in the 
Famitsu pol?Here are the 
top 40 titles 

Dagon Quest ll 

Super Mario Bros 
Super Mario Bros 3 
Final Fantasy Il 
Dragon Quest IV 
Dragon Quest I 
Dragon Quest 

The Legend Of Zelda 
Mother 

10 Matio Bros 

‘TH Final Fantasy 

12 Kitby 

113. Kuni In Feudal Japan 
14 Kunio Sports 

15 Spartan X 

16 Super Mario Bros 2 

17 Kunio Dodgeball 

18 Final Fantasy I 

19 Fire Embiem 

Sanma No Meitantei 
Xevious 

Ice Cimber 

‘Spelunker 

Castlevania 

Gradius 

Goonies 

‘Captain Tsubasa 
Konami Wai Wai World 
Merri 

Takeshi No Chousenjou 
Final Fantasy | I 
Portpia Renzoku 
Satsujn Jken 
‘Nekketsu Kouha 

Kunio Kun 
Bomberman 

Ganbare Goemon 
Weeardry 

Donkey Kong 
Hokkaidou Rensa Satsuin 
ra Yakkyal 

Family Stadium 

40 TwinBee 
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Over 1,200 tiles were released, so trying to whittle t down to ten greats, since virally everyone knows the classics such as Mario, 
of the best would be an unenviable task and some readers would Zelda, Contra and Final Fantasy. Number order is not important ~ 
no douist be outraged that their favourite title had been left out what is important is that gamers can discover some of the gems 
Instead, we're going to list what is considered to be the ten unsung that the Famicom has to offer. 
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Year Released: 1984 
Original Price: £199/$325 (green screen monitor, £289/S488 (colour) 
Buy it now for: £100 £25 - = _ 
‘Associated Magazines: Amiix, Computing With The Ams (later known 
‘as CPC Computing), Amstrad Comauter User (official publication — began 
lfe as CPC 464 User, then Amstrad CPC 464 User before changing name 
when the 664 was introduced in 1986), Amstrad Action, CPC Atlack — and 
a host of top fanzines, including Artificial inteligence, Better Than Life and 
the biggest of ther all the serous mag WACCI 

Why the Amstrad CPC 464 was great... You dich just own an Amsivad 
CPC464—it became an integral part of your fe. Itwas the ace up your 
sleeve, to be used when someone said: "What's best the Spectrum or 
C647" You could smilingly answer: “Neither! The CPC beats them both 
‘And it dd, This underdog of a computer had a few treks ~ great graphics, 
‘dacent sound and so many enthusiastic users who refused to let go when 
the machine died. CPC owners ware proud oftheir choice and rightly 50 


IN THE EIGHTIES, GAMES WERE PRODUCED FOR THE SPECTRUM 
AND COMMODORE. AND, OF COURSE, THE AMSTRAD. BUT MANY 
PEOPLE PAID LITTLE NOTICE TO THE UNDERRATED UNDERDOG 
THAT WAS THE CPC 464. YET SIR ALAN SUGAR'S 8-BIT ENTRY 
INTO THE WORLD OF HOME MICROS NEVERTHELESS PROVED TO 
BE A HIT, AS DAVID CROOKES EXPLAINS 


he best things come to those who wal Post production 
withthe Amstrad CPC 464, that wa cartainty eT 84 
‘the case. When this marvellous machi Se ret 
was launched on April 1, 1984, to more than csrpenes comin ome 

400 journalists packed into the Great Hall of esse! inckngc shot 
London's historic Westminster School twas Sevarice Sop Cason 


commonly agreed it had its work cut out. and pisribeck it 1s. But ad 
twas competing against the Spectrum and Peta he rare we pe 
Commardore 64, but Alan Sugar was confident his tectnicaly superior ase cp ter own stare 
CPC affectionately codenamed Amold - would win Coronet ona oe beat was 
itcaraniystrcka chord wth the press The Guardian calodit sna ean fe taupe 
“Amstrdvarvs, Personal Compr Word boldly sa twas the ire gure et ase 
Solar Beatr, and Compctor News rfeted to tas “Arnur Sommaire 
“Te Gimsby Evening Telegraph caladitthe Mean Machine; but ani 128 Sarasa rove 


ote released ta 


the London Evening Standard went one betier."Avtr the People's Car games beuin oe wiesed i 


ithe VW Beet, the People’s Compute: it gushed. pretest 
Mr Sugar was planning worinide sales f more than 20 millon ‘fecal to ony he est 

computers and was keen to dit an ita! 100,00 that had been crater Sv io cao 

created prorto launch Soe comers ue threes sh 
The launch had vied to capture the imaginacnofjoumatsts by _—_—si formar bene wave of 
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Monet and Shakespeare to highight the vanous attnbutes ofthe CPC. _avalbie by sensing ask 
Shakespeare, for instance, showed haw easy wring Hamlet would 
have been with a word processing package. 

‘Amstrad was keen to portray the CPC - the Colour Personal 
Computer ~ as a ‘jack of a trades’. Wheres the Spectrum and C64 
‘were becoming fimly established as decent games machines, the 
CRC was beng marketed as equally good for business. 

‘And Amstrad wanted to get the machines out in the shops by the 
tend of June, with Bil Poel, the general manager of Amsoft, tling Your 
Computer: “I will be prepared to eat one in Trafalgar Square if it's late 
He did't have to, On June 21, the machine was made avaiable to buy 
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Most home computers. 


‘The complete hame computer. 
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‘at Rumibelows in Edgware Road, London, Around 60 people queued 
for neatly an hour to got ther hands on it rushing forward when the 
<doors finaly opened at 9.30am. By 10:30am, 100 computers had 
‘boon sold and softwara was being snapped from the sholves. It was 
reported that one man had even flown in ftom Bahrain! 

Roland Perry, then Amstrad group technical manager, says: “We 
‘were pleased with ths intial suocess. Sir Alan had wanted to create 
the CPC 464 because he wanted to get into the home computer 
market, It was the latest thing’ that was clearly catching on as a 
mainstream item in the shops and we wanted to be a part oft. To see 
it sel was very pleasing 

Prior to the launch, Amstrad had been desperate for software, 
particularly games, The solution was to launch Amsoft atthe bagnning 
‘of 1984, tasked with approaching thirc-party companies to create 50 
CPC games. Some of the games ware given away with the CPC 464 
and thase included Harior Attack, The Galactic Pague, Roland On The 

Ropes, Fruit Machine, Bndge-t and Xanagrams. 
"Games were very important forthe 464,” continues Perry 

‘subsequent CPC 684 and then 6128 with their disk 
lives started a trend towards small business use 
with CP/M and word processing 
and accounting packages, but for me the 

CPC 464 was 100 por cont 

games machine.” 


Tho 8:bit CPC was impressive. Amstrad docidod to use tapes as 
the storage medium because they were cheap. It was a good decision 
it placed the CPC waitin the affordable reach of chikdran and so the 

machine slowly became a strong games contender 

‘Athough programmers wished it had hardware sprites, at the CPC's 
heart was @ 280 processor running at 4MIMz. It had 64K of memory, 

a built-in tape dive —an extemal three-inch isk drive was avalable to 
‘buy later —and the choice of colour or green screen monitor, 

‘The computer had three cisplay modes. Mode 0 allawed 16 colours 
‘rom the 27-strong palotto to be shown in law rosolution, Mode 1 usod 
Up to four colours from 27 in medium resolution. And mode 2 ~ which 
had the highest resolution - was able to show two colours from 27. 

“The 464 uses the General Instruments AY-3-8812 sound chi that, 
‘output in mone via a tiny, fourcentimetre,buitsn loudspeaker with 
volume contro. It provided three-voice, eight octave sound capacity. In 
later 464 models, stereo output was made avalible through a 3.5mm 
headphones jack, which could also be inked to external speakers. 

While it did't hit the heights ofthe C84, the sound capabilities were 
‘goad enough fo allow cigital sound samples in games such as Robin 
Hood and RoboCop. But for tho less tochnicaly savvy, the machine 
was sirking for other reasons. Asie from the allimportant joystick 
or, tha kayboard, computer and tape dock were camaned in one 
Unit connected with just two wires to a monitor, which contained the 
‘power supply unt. The whole thing was powered by one plug in what 
proved to be a tidy, simple system, attractive to the public It also kept 
manufacturing costs down, But the keyboard itsef was more striking 
Long and thin, and with the tape deck to the right ofthe keyboard, it 
had garish red, green and blue keys 

Parry says: “We wanted the keyboard to look ike a ‘teal computer 
~ the sort of thing people saw atthe aifne chackin desk when they 
_went on holiday. The integrated tape deck was crgated because 
‘Amstrad's success had been making integrated consumer electronics 
lke the his that had nothing extra to buy and no complicated wiring 
For this reason we bundled the CPC with a monitor.” 

Although the 280 chip powered the CPC, Amstrad intaly pondered 
Using a 6502 processor, the same one used in Commodore's VIC-20 
~andin the Apple I. It was to have 32k of RAM and Microsot’s BASIC, 
In the end, Locomotive Software, which produced the CPC's BASIC, 
porsuaded Amstrad to ty the fastor Z80 instoad, 

“We started the development of the Amstrad by having a basic 
idea and coming up with an autine spac, then filing in more detais as 
‘we went along,” continues Pery. “Sir Alan was pleased with the end 
result. Anything he didn't ike we changed. | remember him wanting 
the cursor keys to ‘work’ ata times, which wasn't how people 
typicaby made BASIC interpreter interfaces atthe time.” 

“The CPC continued to pick up sales and was even making an 
impact in the classroom — in November 1984, Sir Keth Joseph, the 
Minister of stato for education and science, toured Thorpe Bay High 
School in Southend, which was the frst to have 464s. 

But athough the 464 sold wal in Briain i became a phenomenn 
in Europe, paricuarly in France where it was the bestsaling home 
‘micro. In Spain it was dstriuted by Indescomp as the CPC472—it 
had an extva 8K of unusable RAM to get around a Spanish ruling that 
‘computers with 64K or less had to contain te (~] on the keyboard. 
Im Germany, it was sold under Schneider's name but without the 
coloured keys. 


‘We would have been happy to sel 100,000 CPCs 
and got into the top ton soles,” Porry 
further explains to us. "But we 
surpassed our expectations, 
{got tothe top of the charts, 
and sold a couple of milion. 
Much of that was because 
we insisted on distibuting 
the machine in wel-known 
high street stores rather 
than solly mail odor or in 
‘specialist computer sioves. It 
‘was a completa systom, not just 
‘a console.” 


[Buoyant sales of the machine meant the vast majority of the major 
thir party software houses soon supported it. Games produced 
for tho Spectum and Commodore were created for the CPC, 
although, because the Spectrum shared the 280 processor, 
many initial Amstrad games were lazy Speeny ports. Some 
of these games were sluggssh and jerky and cid not 

take advantage ofthe four and 16-colour modes nor the 
hardware scroling. But when done well, the CPC more 
than held its own, with colourful graphics, great sound and 
smooth scroing, 

In 1985, the CPC had its frst show, which took place in 
the autumn at London's Novetal. Net many games software 
houses tured up — neither, came to that, cid Amstrad isa 

But some great games were being released ~ David Braben's 
Elite made an appearance that Chvistmas, By this point, Sugar 
was claiming a whopeing 25 per cent market share and he happily 
boasted that the 464 was “the machine that everyone knows and 
loves... reputedly used by @ wellknown vacuum manufacturer to 
stock control his cars!” 

Leading software houses wore also boginning to love the CPC. 
Nick Alexander, of Virgin Software, which had produced Sorcery, said 
that tha Amsiad version was the bxggost solor ofthe three platforms 
it had made the game for. “If you compare the Amstrad with the 
Spectrum and C64,” he said, “| think our programmers’ atbtude 
toward itis that t's suoeror— the leader of the pack" 

‘The folowing year, Infocom announced its acclaimed adventures, 
including The Hitchhikers Guide To The Galaxy and Zork I and Il, 
‘were at last being released on the CPC, 

BButin tho samo year, Amstrad bought its rival, Sinai, and bogan 
to produce the Spectrum, prompting speculation thatthe CPC 464 
‘would be ciscomtnuad. Amstrad danied it wauld get rd of “a machine 
that is making us monay’, though industry observers sad the disk 
based CPC 6128 was making more cash. But Sugar cid say thatthe 
Shclai purchase would mean the Spectrum being marketed as @ 
games machine and the Amstrad for more serious stuff. 

Such backing of the 464 by Sugar dit quel speculation about the 
464's future — by October, many software houses complained that 
software sales had stumped and blamed Amstrad, saying it had not 
produced enough 464s, Some claimed it had stopped production, 

It was not the case and as the sales began to pick up again, the 
{464s golden ara came as games wore produced by the bucket load 
and a whole host of perioherals were created, one of the best being 
the Multface 2, which alowed gamers to hack into games and input 
‘cheat codes that were printed in the mags. 

Despite rumours abounding that Amstrad would manufacture a1 
bit machine, the 464 continued, Amstrad did indeed produce a new 
machine in 1989, however: the op games-based PC, the Sindair 
200, The 464 came under threat again in August 1987, when the 
diskbbased Spectrum Plus 3 was launched, meaning that Amstrad had 
thee machines coming in under £300 ~ Plus 2, Pls 3 and 464 ~ on 
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sale. And in 1988, Amstrad’s club for CPC owners was sold oft 
prompting further speculation. 

Instead, the 464 was dusted off and placed into a fresh bund, 
adding @ TV tuner to alow users to watch television on their 
monitors, 17 games including Tvl Pursut, Roland In Time and 
Scalextric — the only fun part of which was designing new vacks — 
as well asa desk, a clock radio and a terrible joystick. It was the 
al-r-one solution 

Atthe same time, Amsvrad posted profits of more than £80 
million. In 1990, the 464 ceased production — only to be replaced 
with the revamped 464 Plus, it was white, with greater width, 
similar to an Amiga or Atari ST in style, and came with a cartridge 
port for games that took advantage of # palette of up to 4,026 
colours. The coloured keys were banished and the old cardboard 
edge connectors were replaced with more robust expansion ports, 

“The Z80A processor running at 4MIHz remained, as cid the 
‘64k. But it benefited from four-channel 16-sound stereo with the 
‘addition of Direct Memory Access that allowed music to play 
\vthour burdening the processor. 

The ald 464 refused to die, however. Groundbreaking games: 
continued to be released — Prince Of Persia in the summer of 
1991 looked so lush that it appeared almost identical to the 
‘Acari ST version. With fluid animation and smooth and detailed 
backgrounds, it was easiy one of the best games ever released for 
the system 

But with the 16-bit Amiga and Atari ST becoming increasingly 
popular, tho 8-bit tachnology of the CPC, no mattor how sprucod 
‘up with the cartridge slo, falled to atvact enough punters, and 
although sales did nse, was not enough to save the machine and 
it was finaly, and sadly, discontinued 
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epending on who you ask, the death of the 
‘Amiga can be attributed to one of several years. 
‘Some strictly assert that the popular home 
computer came to an end with the abrupt 
closure of its parent company, Commodore, in 
1994, Some cite the closure 
of the last commercial Amiga magazine, Amiga Format, in 
2000 as the truest sign of the computer's demise. A select 
group of faithful fans, meanwhile, simply cannot let go and 
would remind you that the Amiga brand itself is very much 
alive and well and that a new line of hardware will emerge 


‘can definitely point to where it began. 

It was the summer of 1982 and, as with many great business 
ventures, the genesis of the Amiga was about to start with 
a phone call, On the dialling end was Larry Kaplan, ex-Atari 
programmer and founding member of Activision. Picking up 
‘this end was Jay Miner, the design guru behind the Atari 


‘400 and 2600 VCS. Both men had achiaved great things in the 
games industry, but both felt as though their abilities had baen 
held back by a lack of vision from their raspoctive managers, 


AMIGA 


MIGA 


_ Founded in 1982 and still going today, in one way 
or another, Amiga created some of the best-loved 
computers of the Eighties and Nineties, despite 

the blunders of its most famous parent company, 
Commodore. The complete story of Amiga could fill 
several books, but here Ashley Day tries, as best he can, 
to fit the whole 31-year saga into just eight pages... 


Miner, an ambitious hardware designer, had been eager to 
create something using the new Motorola 68000 processor in 
11980, but Atari was much more keen on working with cheaper, 
Jess powerful chips, ike the 6502, And so he left to work 

in the medical industry. Kaplan, likewise, had been a game 
creator at Atari but was dispirited from receiving neither credit 
nor royalties. In 1979 he had left to form Activision but was 
unhappy that he was still essentially a programmer of Atari 
2600 games, and therefore stil lining the pockets of his former 
‘employer, albeit indirectly. 

Kaplan had boen approached by a consortium of investors 
=a Texas oil baron and three dentists looking to plant $7 
million into @ new videagame company, and proposed to Miner 
that the two work together in the production of a new games 
console, He had seen the NES at CES of June 82 and believed. 
that he could create something much better: His plan was to 
produce exclusive games for the system, while Miner would 
design the hardware. Miner agreed and the new company, then 
named Hi-Toro, was soon established in Santa Clara, California, 
along with former Tonka Toys marketing man, David Morse, 
who came on board as general manager. Things were off to a 
good start but, before the yeat was out, Hi-Toro was hit by one: 
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of the many setbacks that would eventually come to define the 
Amiga’s history. Looking to expand the business in a credible 
way, Morse asked Kaplan if he would approach Atari founder 
Nolan Bushnell about becoming chairman of the board. Upon 
the meeting, Bushnell instead convinced Kaplan to leave, 
‘saying that the two would make more money if they started, 
their own project. Sadly Bushnell soon lost interest, and a 
jobless Kaplan was forced to go back to Atari and ask for work, 
‘while Miner was left wondering what to do about Hi-Toro, 
Moving into Kaplan’s position of chief engineer, Miner found 
himself at the helm of Hi-Toro and took the opportunity to push 
itin his own favoured direction. Where once his basses at Atari 
had denied him the opportunity to use the 68000 processor, he 
now had the freedom to build it into his new machine, which 
he wanted to be a full personal computer. Hi-Toro’s investors 
disagreed, however, and insisted that the new machine 
remain a games console. Miner went along with their plan but 
surreptitiously built expansion ports into the console so that it 
could be modified into a computer later on, 
In order to keep the company ticking over 
while working on its new console, a 
part of Hi-Toro split off into @ 
subdivision to work on 
Atari 2600 games that 
could be released 
quickly for a fast 
and reliable source 
of income, Under 
the trading 
name of Amiga, 
used because 
Toro belonged to a 
Japanese gardening 
technologies firm, the 
company produced thrae 
games for the 2600 as well 
as a controller called tho 
Joyboard, which was used by 
standing on it and leaning from 
side to side, 
‘The 2600 games were 
completed in 1983, justin time for 
the videogames crash to sweep the. 
Atari market from under Amiga's feet. 
Very few of its games ever madle it to the 
shalves, which dealt a severe blaw to the 
company's finances but, ironically enough, it 
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The 2600 games were completed in 1983, 
just in time for the videogames crash 


came as welcome news to Miner, With the American console 
market now considered dead by the industry and retailers alike, 
it would have been suicide to develop a new games machine 

= especially one as expensive as a 68000-based model would 
have been. 

With Amiga and its investors finally singing from the same 
hymn sheet, Miner forged on with his computer prototype, 
now codenamed Lorraine, and the inital test modal was 
completed in September 1983, Built from several bread-board 
sized PCBs wired together, Lorraine appeared to be something 
of a monster. But to those who understood computing, she 
was a thing of beauty. Not only did the computer feature the 
superfast 68000, but it also used three custom chips - dubbed 
Agnus, Denise and Paula — that would regulate and control 
different functions of the machine, cleverly taking a lot of strain 
‘away from the procassor and RAM. 

The way in which modern computers use graphics cards, 
sound cards and all numbor of dedicated procassors is 
somewhat similar to what Amiga was doing for the first time in 
1983, so it was clear that Miner's vision was an innovative one. 
‘And these innovations were not limited to just hardware either. 
‘As & personal computer, rather than a games console, Lorraine 
Would need an operating system —and it found one with 
Intuition, a clever tle user interface designed by exWilliams 
arcade engineer RJ Mical 

Later known as Workbanch, Intuition was one of the 
first graphical user interfaces ever released for commercial 
purposes, following the 1984 release of Macintosh’s Desktop 
in just under a year. Astonishingly simple to use, Workbench, 
took commands that would previously have been made in text 
prompts and translated them in to visual signs that anyone 
could understand. With files and programs stored in drawers 
that opened and closed when you clicked on them, and a 
high-contrast colour display that remained visible on even the: 
cheapest TVs, Workbanch was a crucial element in Amiga’s bid 
for mainstream appeal 

Before Amiga could reach for that success, itfirst had to 
convince investors, s0 that the machine could gain enough 
money to go into mass production, That's where the 
computer's official unveiling, at the January 1984 Consumer 
Electronics Show, came in, Mical coded a demo animation 
designed to wow attendees and show just what the computer 
was capable of. That demo was the now famous Boing Ball—a 
white and red chequered ball with realistic spherical effects 
‘that bounced around on the screen, alternating the direction 
ofits rotations while Workbench continued to function as 
normal in the background. The demo was so well received that 


rntnide ve 
pica pete teh 


it became synonymous with the Amiga itself, The chequered 
ball was even incorporated into the official Amiga logo, post- 
Commodore. Mike Dailly, creator of Lemmings, remembers: 
why the machine seemed s0 exciting at the time: “The Amiga 
OS was an amazing system, and the hardware incredibly well 
thought out," he says. “The litte tricks the hardware guys 
added, ike lowering the clock speed justa litte so that video 
mixing was easier, and having a copperlist that could do 
amazing things with a screen display. That's something that is 
only just getting there in Windows Vista if you ask me.” 

ACES itself, the Boing Ball demo caught the eye of 
executives at Atari, who saw the potential in Miner and Mical's 
‘work and offered to buy one milion shares in the company 
for $3 each. This gonerous offer wasn't quite the windfall that 
Amiga needed, however. Atari was actually only interested in 
the custom chips that Miner had produced and had no intention 
‘of developing a saleable Amiga machine. Furthermore, it was 
willing to play dirty to get what it wanted at a bargain price, 
Atari loaned Amiga $500,000, knowing full well that they could 
not afford to pay it back, and delayed the paperwork on the 
buyout until the debt became an issue and cunningly reduced 
its offer to 98 cents per share to compensate for the debtit had 
manipulated Amiga into accruing. 

In the face of such a sour deal, all hope seemed lost for 
Miner's dream machine, That was until Atari's biggest rival, 
‘Commadore, swooped in to save the day. The 30-year-old 
‘computing firm was currently enjoying phenomenal success 
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thanks to the VIC-20 and C84 and was looking for a new 
machine that could continue the plan outlined by founder 

Jack Tramiel with his famous phrase: “Computers for the 
‘masses, not the classes”, Ironically enough, Tramiel had quit 
Commodore that very month, but the vision for Amiga fel right, 
inline with his philosophy nonetheless, Commodore paid off 
‘Atari with $1 million, whizh was double the amount of Amiga's 
dobt and enough to free the company from Atar’s demands, It 
than bought Miner's whale operation for $4.24 per share and 
set about making the Amiga computer a realty. 

By 1985, the Amiga finally became something that ordinary 
people could see, try, buy and actually take home. With the 
custom chipset breadboards reduced down inte a single 
desktop casing and with a keyboard, monitor and a mouse 
‘added, the Amiga 1000 was born. It was first publicly shown on 
23 July 1985 at the Lincoln Centre in New York and it made a 
huge splash with the media as Commodore used its markating 
clout and deep pockets to wheal out Debbie Harry and Andy 
‘Warhol to promote the new hardware. 

The Amiga 1000 was commercially launched a few short 
‘months later, in September, but it was yet to fulfil its destiny 
as the ordinary family’s computer of choice, Suffering some 
production problems, Commadore was able to manufacture 
only fifty 1000s by November and none of these were ever 
released to the public and were instead used internally. A 
few machines managed to make their way onto store 
sholves by Christmas, but fow peopla ware even aware of 
the machine's existence and it failed to sel in significant 
numbers. This trend continued throughout 1986 as a sories 
of shoddy and vague adverts failed to convince anyone of 
the 1000's worth, despite the fact that it was much more 
capable than the IBM PCs and Apple Macs of the time. At 
11,295, twas cheaper too. But without any killer apps that 
affordablity counted for ltie, and the 1000 sold only 
35,000 units during 1888, 

For gamers, however, that killer app soon hit in the form 
of Cinemaware's Defender Of The Crown. Looking far more 
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‘ncomparisont the Mega Drive and SNES, the Amig dire have 
{plato game that came anywher closet brant. The joystick 
‘onrllar didnthalp and neither di th ack of Japanese dvelopnt 
{alent Stl hat ddstop the Europeans tom giving ita go and one 
the bestetors was ths quik rlese rom Team? Fetrng bel 
lout visuals andi controls played» good platiarm game end 
inde ofthe mestmemerable mescots onthe system, 


Best... Shoot-em-up ©0800 0) 


Released vry Ite inthe Amiga’ lite ths New Zesland-developed 
“shooter tok the Amiga int the realms of 30 in ways ithad never done 
before. Rathor than the white-on-slack wireframe of ld, Guardian 
featured crisp, colourtul landscapes anda zippy speed that really made 
you fel ike you wers fying around a believable geographical area, The 
Seno Kalwas ke 0 version ol eodean estefan 
athe sou 


Best, Racer ©") 


Another late bloomer - and fom the xame developer as Guardian 
‘= Supe Skdmarks tok the Super Off Read tye and made itis own, 

“Tiny polygonal crs, tons of competitors arcadey handling and aneat 

“sense of humour all made Super Skidmarksu pleasure ta pay and one of 
the best post-Commodere games on the system. One ofits best features 
‘was the multiplayr support ene made allowed four people to playin a 
{eam wile anether allwed tires trace each ater va split-screen. 


Best... Arcade Action «oc ws 
‘This ones a clone al tana the excel hao Engin but Aon 
‘red Teer Asal wes ud bing tha ei clr Tet? 
tmad adr ol vason of Aen Breeder te hnign en tir te 
‘best by far thanks to its multiple routes that delivered a huge variety of 
locations and challenges, a5 well as the cool ability to walk backwards 
‘ile frog This va exsnta co-op acon. Look otor the new Alen 
‘reed on Xho ive Ande 


Best... Adventure 

‘Okey s0 t's arguably as much aPC game as an Amiga release, but we're 
‘going toletthis one count Almost every Amiga owner hada copy of his 
‘WucasArs classic back nthe day and sufered swapping through its 
“Tiss everytime jst to spend afew hours emerged inthe world ot 
‘Guybnush Treepwood. Why? Because it was the funniest, best looking, 
‘bet sounding and mast mind-boggling adventure around. And it probably 
alls, scully. 


Best... RPG 
Designed the legendary Tony Crowther. thi xequel the equally 
brian Capi i considered on ofthe grestest Wester se RP 
‘nthe Ariga Seine wonderulyinaginatve ture underweridot 
‘fogs and leaz,itcmbined immersive locaton with «slowly 
‘avaing plot and deep gameplay reat fect Mesto he missions 
‘were randomly generated and you bate contol andmannge four 
Independent character wich made he game very conplsted, 


‘Do we realy need to explain why Lemmings was the best 

‘game? I's been converted tn almost every format onthe planet and 
thas heen played by every gamer and his mum is masterstroke was to 
‘combine fendish yet enjoyable puzzles with characters and presentation 
‘zlovable that noone could exit playing. itwas'tfor the existence 
‘of Tetris then Lemmings would be the greatest puzler a altine, 
regardless of format, 


est... 
‘Okay, is nota real sport, but that's what made Speedballso special. 

‘You didn't need any pre-acquired knowledge to get into it so twas a 

‘evel playing fel. So to speak. Andi didnt rely on realism to succeed, 
‘which meant that you could have wild gameplay and a clever scoring 

_systom that other sports games didn't offer atthe time, Italso had lots 

‘and lots of violence a course, which definitly helped endear itto the 
‘gamers ofthe time, 


advanced than any other home computer 
game could ever hope, it was the first piece of 
‘Amiga software with the power to make gamers lust after the 
computer until they could afford to buy one, Sadly, however, 
that affordable $1,295 price tag was actually an expensive 

‘one for gamers who Were more accustomed to the cheaper 
machines like the Commodore 64 and Atari 800. The Amiga 
1000 was way out of the league of the average consumer 

‘Thankfully, Commodore was already on the case and soon 
followed the A1000 machine with a cut-down model that was 
intended for home use, Released in 1987, this new version was. 
named the Amiga 500 - a phenomenally popular computer 
that remains the bestselling Amiga Variation to date, With the 
whole Amiga computer squeezed inside a keyboard casing and 
the ability to use your own TV set rather than an expensive. 
bundled monitor, the A500 waighed in ata much more 
attractive $598, The hardware had been developed by internal 
staff at Commodore, rather than Miner's original team, 
because the then Commodore CEO believed the now 
‘team would be more ‘bloodthirsty’ This was a trend that 
‘would continue throughout the Amige’s life, with many 
machines designed and prototyped by competing factions 
of Commodore in order to promote innovation through an. 
‘encouraged sense of competition. 

‘Tha strategy worked. The Amiga 500 was a great computer 
and a popular one with consumers. Commodore couldn't take 
the whole credit, howaver. Much of the Amiga's emerging 
popularity could be attributed to unexpected support from 
Electronic Arts. Then led by Trip Hawkins, EA had pledged to 
develop the best possible games for Amiga, just as it had with 
C84, But it was EA's first release, actually a piece of softwere 
rather than @ game, that proved to be the most important. 
‘That software was Deluxe Paint, an extremely innovative and 
User-friendly digital paint/animation package that was widely 
adopted by other games developers and became instrumental 
in creating amazing looking games for the 16-bit computer. 
‘Some of the best UK developers around ~ big names like 


(neo he reasons for Amigas downfall was that never rly 
‘moved withthe times. Why, for example, did the company 
never cash non the extremely important laptop market? 
‘The blame ies with Marshall Smith, one-time Commodore 
‘CEO wha was responsible for seme ofthe company’s biggest 
edie evel legsiak 
prototype of it fist ever portable computer compact 
LcD-screened wonder that impressed atendees so much that 
1,000 orders wee placed tha very day. The computer wat 
never produced, however, because the CEO of Tandy itsell 2 
producer of pertables took Marshall Smith oone ide and 
‘conned him into believing that portable computers would 
‘ever sll. Smith immediately cancelled the project 
andsht down eae poral esenrchand 
development group. The company never 
produce a laptop eve again andthe Amiga 
‘uton x model that would have made itmuch more 
‘elevantto users, particulary in the Nineties, 
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INSTANT EXPERT 
Recording artists that have 
lised the ST include Fatboy Stim, 
Mike Oltiela, UR one-hit wonder 
White Town and French knob: 
‘wider Jean Michel Jarre 

‘The machine was amazingly 
popslarin Germany, where twas 
{ised predominant for desktop 
publishing and CAD, 

“The ST wax the first home 
Computer ta feature buitin 

MIDI ports. 

[Released in 1986, he 1040 

ST veriant was the first perzonal 
computer to inelude IMB af 
RAM. When the price dropped 0 
‘5889 tfomously become the first 
‘computer to bresk the $1,000) 
regabyte price barre. 

‘One early tagline for Ataris 

‘ST range was Power without 
the pice. 

Jack Tramiel included the 
Hebrew alphabet witn ST's ROM 
‘character a0 respectfully 
acknowledge his Jewish heritoge 
Because the Atari ST hardware 
‘does not support seroling, many 
femes used large borders or 
frames around the playfield to 
reduce the amount of data that 
heeds 0 be copied 

The last major gaming 

release forthe platform was 
David Braben' Frontier: ite I 
Published in 1988 


Lime RPC 
fete debut 


‘The ST is home to whet 
Ie erguably the worlds frat 


faze ved tho ST's MID! 
ports to permit up to 15 players 
{o duke outin a rudimentary 
0 mace, 
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IT WAS THE MACHINE THAT SINGLE-HANDEDLY REVIVED THE FORTUNES OF AN 
INDUSTRY VETERAN. DAMIEN MCFERRAN SPEAKS TO THE MAN RESPONSIBLE FOR 
MASTERMINDING THE GREATEST COMEBACK SINCE LAZARUS 


machine languishing in obsolescence by this 
~ coupled with a generally poor quality of 
‘software available had triggered a catastrophic mettdown 
that very nearly destroyed the entire videogame industry. 
After the dust had settled, Atari's parent corporation Time 
Warner had incurred a cataclysmic $500 million loss and was 
predictably keen to offload its flagging games division. What 
‘occurred next has gone down in videogame folklore as one of 
the most startling turnarounds in the history of the medium. 


TRADING PLACES 

ironical, the man behind the product that would resurec the ating 
Asari brand had prevousty been instrumental in sullvng the fortunes 
of the comoany. Shire Shiv worked at val Commodore during the 
early Eighties and helped bul the C6 —the home computer thal 
stole away vital marketshare from Atari's 400 and 800 range, as 
wel as its 2600 consoa, "I became interested in elecrories from 
ri eatlychichood in Tanzania and my education inthe UK.” 39/8 
Siaz, whan asked about how he bocamne entangld in tho fabric 
of Atari's History.“ attended the Univers of Southampton and 
dbzained a frstlass honours dagres and thon meved to Stanford 
University in the US to cursue a PhD in electronics. | wes granted 

‘a master’s and passed the qualifying exam but left before obtaining 
my degree as | vas running out of funds. | started werking in Silcon 
Valey and oblaned experience in hardwere and software” By 1984 
Shiraz hed risen o the role of director of engineering at Commodore 
and it was at this oon tha at inervened. 

‘Athough Commedore was undoubtedly causing Ata some 
serous headaches, things werent exactly harmonious the 
boarcroom. “Jack Trams! was president and CEO of Commodore 
and Ining Goud was the charman” explains She. “Irving was 
the largest shareholder and Jack was the second largest. In Janary 
1984 there was a showdown between te two of them over 
the role of Jack's sons at Commodore” Poish-bor Tail had 
founded the company inthe Fito afterencing @patcuary 
aifcut eat ie he was inemed in Auschwte concentration 
carp fr five years during World War I-50 hs insistence on 

Keeping itn the family is understandable, However, ving refused 
to budge and his forcad Team's hand. He ealed a board meeting 
and tendered his resignation. “I was tremendously dlsanpoitod and 
shocked at tis decision," remembers Shiraz 

However, it wasn't long before the two men were reunted 
soon met with Jak and discussed the possibly of joining hm ithe 
‘was to start a personal computer company,” recalls Shiraz. "There 
‘ete a number of senior exees at Commodore wth experience in 
finance, manufactuing, design, engineering, marketing and sees 


collowing the videogame crash of the early 
Eighties, Atari was in horrifying shape. The 
company’s failure to successfully build on 
the triumph of its popular 2600 console - a 
pol 


that felt the same way, so told Jack he could count 
to start a company. At this time Wamer Communications was 
thinking of seling or disposing of Atari as it was losing alot of / 
money. Jack made an ater for the company by injocting $20 
milion ~ $25m from himself and $5m from associates, 

such as mysolt. Eventually the deal was struck and that 

is how | came to be the vies president of advanced 
development at Atari.” 


RISING TO THE CHALLENGE 
Having switched sides in drama 
fashion, Tamil had a new company 
to command in the shape of Atan 
Incorporated. He now needed 

a product that would got the 

fim back on its fee. Thankfully 
Shiraz and his team already had 
ideas forming, “The core team 

of engineers end developers were 
thinking ofthe next personal computer,” Shee 
says. "The work onthe ST dit aly start ntl Atari 
was actualy purchased, but the main ideas af using 9 32-bit 
processor as well as support for musie and graphies were already 
important for us” 

Snaz duly started work on the new project codonamed “Rock 
Bottom Price, of REP" for short an indication of Tramiel’ desi 
te produce a cheap yet powerful home computer. “We moved 
everyone nto the Atar‘acites on Bortagas Avenue in Sunnyvale 
in July 1984,” says Shiaz, who had to dg int his own pockets to 
‘ensue development went smoothly, “| pai for arin tickets and 
hotel ils for my harciare team using my own personal rect 
cards and was not paid unt much later, | think the real development 
began in August; we did't usualy get heme unt Tipm some 
nights, nd sometimes it was wo ator ming.” 

“This punishing schedle wes mace even more demanding 
because Shiraz knew exactly what woul happen if he faied to 
delver the goods on tie. If we dd not come through we would 
have hed to ose shop,” he states, matter-of-fact, "You can 
imagine | relly fet the very heavy burden of responsibility. We had 
19 choice but to deliver a produel thal was superar in terms of 
performance and price.” Amazingly, this intense pressure seemed to 
bring out the best in the team, “I fel very confident and comfortable 
that | and the team were up tothe task,” Shiraz explain tous. 
“aftr al | hac a core harcware team of four angears from 
Commadre that had worked for me in the past so | knew what, 
they could do. We integrated with peoole from Altar and had a very 
small bt efficient team that worked very hard to get te hardware 
done in record ime, Somehow, although there wes much pressure 
‘onus, Idd not have any sleepless rights. This is because of the 
trust | had inthe team” 
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INFORMATION 


Original price: —4 
£749 99/81200 (wth 
mneevome monitor 

Buy it now for: £10+ 
‘Associated magazines: 

ST Fomat ST Acton, 

Ata ST User, ST Word 


Why the Atari ST was. 
great... Aiar would st be 
remembered solely as the 
company that flushed the 
temare videogame industry 
down the tole in the early 
Eighties were it not for the 
saviour that was the ST. It 
‘may have lost the war to 
the Commedore Amiga, 
but this legendary machine 
was the fist rus 16-bt 
home computer and played 
host 1 such seminal 
‘games as Dungeon Master 
and Stargler It was 

‘aso brifant for bedroom 
‘unesmiths thanks to its built: 
In MIDI support 


INT ATARI ST SITES TO WATCH 
ATARI LORS 


Ritting and ct conan, 
‘Aariarg nt ony certains weath of 
‘Suo-stes, un by Ata anateshedoesn 
Ik he much buts easy to nave 

danse aihersare. Esson!youte ard’ agrest ploce fo keep vo dete 


System the wesign may hurt your eyes 
seriicelet Bal 


riquistve about Ata's home compte 


You RE A GEM 


iybegents.”  gotintovehwith gta Research 


bet eaply— eich netrally made hard use 


‘power andthe machine proved to itt 


Atari Falcon (1992) 
eseaar hate red 
rite petit 


‘errr o pepe pati lar ose eorosed in 
harware master 


‘The engingers at Atari originally envisaged the machine as a 
‘rue’ 32-bit computer, but eventually compromised and settled for 
‘2 32-bit processor that communicatad through a 16-bit external 
bus ~ the abbreviation ‘ST’ actualy stands for "16/32". "We had 
‘a meeting with the CEO of National Semiconductor, who was 
anxious for us to use their 32-bit NS3200 processor,” remembers 
Shiraz, “It tuned out that even though the Motorole 68000 was a 
quasi-22-bit chip, the performance tumed out to be as good, if not 
bottor than the National Semiconductor's true 32-bit chip, Motorola 
had a numberof parts that they could not sell as one of the 
pparamatars did nat fuly mact they specification, but we found that 
this partcular paramotar could be relaxed in our design and so we 
could use these parts that would have to be thrown away, saving 
both us and Motorola several millon dolars.” Despite these cost- 
sulting measures, the ST stil outperformed more expensive rivals. 
‘Our dasign was so optimised for performance and cost you could 
‘emulate the Apple Macintosh —if you had the Apple ROMs — and. 
‘an application would run faster on the Atari ST," reveals Shiraz 
‘As the project naarad completion, Shiraz and his team started to 

realise just how amazing their achievement was. They had taken 
the ST from rough concept 7 final praduct in less than half a year, 
‘and when 85 par cent complate ST machines were shown at the 
CES show in 1985, it amazed the industry. “I was very proud that 
the team had accomplished so much in a short period of time,’ 
says Shiraz. When the machine o'ficaly launched in My, it marked 
the dawn of a resurgence for the previously ang company and 
it speaks volumes for the popularity of the ST range that when 
‘Tramiel took Atari public in Novomber, stock was soling for nearly 
‘tiple its original price just a few months later. The ST had saved 
‘Acar from the sorapheap, and alin joss than half a year. 


BUSINESS OR PLEASUREP 
it may come as a shock to learn thet the man behind she ST isnt 
much of @ gamer, "77 not into games myself but | am quite aware 
of what needs tobe done inthe hardware to create good games. 
5043 Shiraz. "With te ST, the processorlmemory bandwith is 
high¥ optimise, leading to very fast graphical interactions. thnk 
tho entertainment software forthe ST was reasonably good, but 
frst and foremost this was going to be 9 consumer machine.” 
Despite this obvious focus on business, the ST payed host 10 
some truly groundbreacing pieces of software and received 
storing support fom the kes of Bulftog (Popuous), Spectum 
HoloByte (Falcon), FTL (Dungeon Master, Realime Games 
(Cartier Command), Argonaut (Steger! and Davi Braben (ins 

“The ST may have been great for games butt also proved to 
be a hit with musica types, oo. "Right rom the start we were 
imerested in proving good musical capably,” expan Shiraz 

Se wo felt thatthe Yemana chi in ho ST was not as strong 

28 we wauid have kod, wo though hat we should putin an 
interface for external music access, We found that we could doit 
rather inexpensively using @ Motoroa seral chip and a connector 
forthe MIDI-port, The total cost for his was 75 cents. The 
Biggest problem was finding the space for comsctos inthe back 
Musician found ita reat and inexpensive MIDI instrument 

Sadh, i cd’ take long for Commodore's Amiga to overshadow 
the ST and as the Eights drew toa clase Atar’s machine was 
starting total ts opponent. US sales dropped ff cramataly, 
butin Europe the machine remained a healt success. Shiraz 
has his ov theory on this asparry: “The reason is very simple: 
dlstibuton channels. Atari dd not have any distrbuton channels to 
speak of nthe US. In Europe, on the other hand, we had a great 
cece of ex Commodore people and dealers that we could use.” 

Ioricaly, considering they were locked in battle for much of their 
Hespans, the Ata and Arniga ae intially inked. "Jay Miner 
was al Alain the od days and was ivolved in the desig of thei 


ATARI ST 


products,” explains Shiraz. “He loft Atan to design the Amiga. Atari 
had funded some of this effort and had an option to buy the Amiga, 
‘and when we took over in July 1984 the first order of business was 
to decide what to do with this option. The problem was that the 
‘Amiga was not quite ready and would need a lot of money to fully 
‘acquire. We decided to pass, but this put enormous pressure on 
‘our own development team, Commodore, on the other hand, did 
not have an internaly developed 32-bit graphics-oriented machine 
or the confidence te develop anything internally, so they ended up 
buying the Amiga for between $25-30 millon and spent a further 
'$20 milion or so on it, releasing it a tie after the launch of the ST. 
‘The roles were reversed — the Atari ST has a Commodore pedigree, 
while the Commodore Amiga has an Atari pedigree!” 

To claw back some of the market, Atari sanctioned the release 
of an updated machine, dubbed the STE, with the E standing for 
“Enhanced! Sadly the ploy failed and few programs took advantage 
of the STE's augmented capabilites. Shiraz’s involvement was 
minimal: “| was on my way out of Atari at that time, I eft in 1989," 
Other versions of the computer were also put into production, 
including the ambitious Atari TT and Falcon, but neither of these 
met with any degree of success. “The problam was that Motorala 
had lost the processor battle,” comments Shitaz. “The TT was 
based on the Motorola 68020, a successor to the 68000. This 
processor was clearly inferior to the 386 and 486 ‘rom Intel. There 
‘was no way Atari could compete with Motorola processors.” In 
1983, Atari pulled the plug on its range of home computers in order 
{to focus its attention on the l-fated Jaguar console and sank once 
again into a period of recession. 

Having created one of the quintessential home computer 
platforms of the past 20 years, what memories doas Shiraz hold 
dearest after all this time? “The teamwork was outstandin 
he replies. “Even today most of the members of the team look 
vvery fondly at that time as the best years of ther Ives. The total 
hardware development was dane in the space of five months, | 
have not seen such an accelerated development for such a complex 
project in that amount of time.” 


——<— 
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PERFECT TEN GAMES 


There were so many great games released for Atar’s ST. Sure, many of them also 
appeared on its more powerful Commodore rival, but many of the games proved to 
be as good, if not better than the Amiga versions. See what you think. 
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XENON 2: MEGABLAST 
ares 
orien 


> BY THE SAME DEVELOPER, Gla0SSTRIES DACA 
(01 Werte te ru our neck onthe ne har 
and say that this Thrust clone by Dan Hewitt 
probably the best game ofits type. Plotng a tiangular 
Ving fighter, your ob was to trave20 a variety of haste 
planets ‘0 foerate the ttular Oils ~ the olanets'impsoned 
android slaves. Howoves, 
strong gravarional ll fhe 
‘temaed to sag you ios Sharp, mourainous mas 
(On tp of ths you also had to deal with horoes of rocker: 
spewing enemy spacecait and you shp'sranaly depleting 
‘uel gauge, The lng an the caee came nthe form of a nifty 
level ecto that alowed you t effortlessly mock up your 
‘own planets ane ga/axis to play through 


> BY THE SAME DEVELOPER, CADAVER 


(02 The Bitmap Brothas! sue tis sia 
shoot‘em-up franchise was entrenched in trippy 
colours, eye-blistering visuals and a punchy soundtrack 
by acid-house musician Tim Simenon (aka Bomb 
‘The Bass). Plyng sight ferent mts prodocesscr, 
however, Xenon 2: Megeblast tained the verical shooter 
ils ofthe orignal, but would crop the vehcle-shiting and 
arene-seting for an unusual urcervaer bacceap, nls @ 
Lnioue vertcal serling perspective tat slowed players to 
pal he camera backwards. Whie Xenon 2: Megabiast ‘eels 
somewhat sedate when compared to some of ts Eastom 
contemporaie, te game st proves to 0a great Das, 
and tis Acar ST pert just sue 


MIDWINTER TIME BANDIT NO SECOND PRIZE 
RELEASED: 8? 1» RELEASED: 1b » RELEASED: 1972 

» PUBLISHER: ®ANGRD >» PUBLISHER: MICRODEAL » PUBLISHER: THALION 

» CREATED BY: MIKE SINGLETON » CREATED BY: LLDUNLEVY » CREATED BY: CHRIS JUNGEN 


» BY THE SAME DEVELOPER, 
WARINMODLEEAATH 


(03 Marypecnle we put ot 
bby Midwinter's complexity, 

but those whe invest time into 

the game are greatly rewarded. 

Set in Micwintr, a sorawing 

‘land forged inside harsh srowy 

wastelands, the player must ry 

(> sop a manacal genera om 
erthrowing the snowy islet Paying 

tha rle ofa pale offices, your 

rmisson's to expore the sand, 

evade enemy toops, ander 

suppor ofthe isaners, Playa ou 

through a first person perspective, 

Miseenter’s harsh envrerment 

be to everyone's tastes, but’: 

Sefintely a place that every ST owner 

and strategy fan should vst. 


PANDHAREY LAENEAR 
1 BY THE SAME DEVELOPER: @ALL 

you're after a game that 

fuses elements of Pac-Man, 
Bomberman, Gauntlet, time travel 
and text adventures: 
should track down Tir 
Deoutg on the Tandy TA 
before being ported 
and ST, its authors, il 
Hay Lafnear set bout fining i 
bolianty with tne exta power As a 
treasure huniey, your mission was, 
the travel fo 18 citinet wor 

valuable area 

touchos is that mary ofthe lovels 
pay homage to classe arcade games 
‘Snadowand, fore 
a sendiup of Name 
raza cassie, Pac-Man 


» BY THE SAME DEVELOPER: 10 
(05 ig Strand ice was. sk 
3D motorbike racer that 

Was clearly a few hundred CCs 
ahead of ts contemporaries. The 
‘game featured six distnctcrvers, 20 
\wol-iesigned and diverse vacks and 
some staggeringy smooth seroling 
Bolsterng ts lavshness were ts 
neat vector 30 graphs, finely 
tuned dtfcuy curve ana subimne 

70-10°k soundtrack by one of the 
‘mest establahed composers inthe 
SST scene —oh, ard you cou eit 
your own replays after exch ace oo, 
as twas one ofthe earest games to 
let you do that f youre looking for @ 
‘great atematve tothe excelent Stunt 
Car Racer then you should realy seek 
aut this verooked ST classic 


srevy nd 


One ois neat 


ei cleatly 
‘hameing 


LETHAL XCESS CAPTAIN BLOOD BLOOD MONEY 


RELEASED: 171 » RELEASED: 188 » RELEASED: 199 
2 PUBLISHER: ECLIPSE SOFTWARE » PUBLISHER: MNSCAPE » PUBLISHER: PSYENOS'S 
» CREATED BY CLAUSFREN, » CREATED BY: PL PPEUL RCH » CREATED BY: DAD JONES 
» BY THE SAME DEVELOPER: » BY THE SAME DEVELOPER: > BYTHEsAMEDEVELOPER 
STONE AGE CET DEXTER DEEPSPAcE 
(06 Yessncter sr tse The prospect of getting (08 were vin wth 
Lethal Xeoss isa ‘sucked into your own putting R-Type on this list, 
‘masterpiece on the ST that videogame is one that few but fet Blood Money was the 
pushes its technical boundaries Programmers would relish, but ‘marginally better side-scrolling 
‘to the limits. While there exist for this is the lemma facing Captain blaster is smoother, ooks amazing 
better exampies ofthe top-down Blood, and that’s only the start and has an nnawatve gamepiay 
wertical shooter, Lethal Xooss's of his problems, Ateroeng Imesnanc where cerain enemies 
greedy looking sores, and frenetic 2agned insde hs own bry, Bed oui rather iter your pockets than 
‘l-everything that moves gameplay, ‘scovers he's been cloned an cause you damage. Sticking with the 
stuck a chord with ST owners. A f28ch ots doppeigangers are Type comparsons, Blood Money 
sequel to anctner uncerappreciated leeching of hs ite-majo I's up to can best be deserved as ker's 
top-down vertea shocter called Yyuto ave! the galaxy, decoher game but set underwater Cortvoling 
(Wings Of Death Lethal Xcess Decal alien txt and vack your | chudbylooking rec suomarine, your 
boasted a nest two-player mode targets betor t's too late. Ami of rrission ws simple: voi iting 
{and a now power-up systern th Tron and Blace Runner, wt some the wal, snoot anshing that moves, 
‘alowed you to power up your Gigerstyle magery and Jean Michel collect she cars and kt out your 
power-ups, But even with apa are tunes teow, Cantan vessel wih al manner of power-ups. 
and a super weapon, ths game s Blood isa gloomy but ataspheric jo0d Noney is simol, subime fun. 
harcer than pure mats. RPG classic, Be wamed, though i's na ocry 
STARGLIDER DUNGEON MASTER 


2» RELEASED: 17 
> PUBLISHER AtCONAUT SOFTWARE 
>» CREATED BY; £REMYSAN 

>» BY THE SAME DEVELOPER: SIARFOX 


og cnet 

Starglider clearly has the companys 3D vector 
stamp all vert. Your mission was traverse the ple 
cof Novena and bast away ary anal fen craft for nse 
your AGAV or Arbre Ground Attack Veni. Inspired 
by Jeremy San’ love of Avr bean: Star Wars coin-op, 
Stargdar became a high profile release anda big i aftr it 
appeared in cutdow-forely-campetition farm on popular 
‘hicron's television show Got Fresh Packad with a 64-page 
‘novela, wich was serbed by fetion author James Fallen, 
‘Stargider was an engaging space blaster that sated nicely 
‘between the fast pace arcade acon of Star Wars andthe 
iermetsve eachas of tne more statege Ete 


1» RELEASED: 1797 
> PUBLISHER: FTLGAMES 
» CREATED BY DENNSY 
BY THE SAME DEVELOPER: HYDROFOO. 
TO Szramtng ane tawest designed rst person 
RPG that oozed atmosphere, bagged itself a trove 
of awards and went on to influence a swathe of classic 
PG briliance, including the likes of Lands Of Lore and 
Eye Of The Beholder. The gam is a bilan portont of 2D 
labyrichie loves, wenderfuly imaginabve creature designs 
and accessible RPG elements I's brilanty intuitive mouse 
controled interface, goricuscolow'l visuals, arias 
Siident score ang rete combat helped o make it huge 
‘success arbund tho world. The game has since spawned 
four sequels, withthe lez, Dungeon Master Newus, fndng 
an excuse olease onthe Saga Satu, a game that naver 
found a release ouside of Japan, 


PERFECT TEN: ATARI ST 
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NINTENDO 


ENTERTAINMENT SYSTEM 


Nintendo's Famicom — better known in the West as the NES — turned 30 last 
year. To celebrate this momentous occasion, we invite you to join Damien 
McFerran as he delves deep into the lineage of the legendary console 


f your delicate childhood years were 
populated with games such as Super Mario 
Bros, Duck Hunt, Metroid and Mega Man, 
we're about to make you feel very old 

Indeed: the Nintendo Entertainment System (the 

Japanese version, to be precise) is now over 30 


Years old. For many players, it represents their 
first aver taste of videogaming and, despite the 
yoars that have elapsed and the vast gulf that 
exists in technological power when compared 
to modem systems, the NES and Famicom 
continue to be held in high regard by players. 
Nintendo is stil making some cash out of its 
legacy thanks to its successful Virtual Console 
services, which are now available on the Wii, Wil 
U and 3DS consoles. 


Backin 1983 - the year after the home 
Videogame market began its spectacular crash in 
North America Nintendo pushed the Famicom 
‘onto Japanese store shelves and effectively 
birthed a legend. The Famicom remains an iconic 
platform in its home territory and became just as 
ddominantin the US, where it held sway over a 
reinvigorated interactive entertainment arena. If 
you wished to simplify the history books and insist 
that Atari destroyed gaming in North America 
{which isn't really true then it’s not oo much of an 
exaggeration to suggest Nintendo resurrected it 

Way before these events, the bumper profits 
and the million-seling franchises, Nintendo had an 
idea, Buoyed by the success of ts arcade titles and 
the portable Game & Watch range, the 


nes 


NES Heroes 


THE GAMING MASCOTS THAT 
WERE BORN ON THE NES 

MARIO KIRBY 

inns Balke ack 

rostinois “GEMM care 

ren Seton 


enemies whole and use ther 
asprojectes, Despite his 
charming appearance, Kirby's 
lethal when coenered. He has 
raced simost every Nintendo 
console snc the NES, 


has fronted a wide range of 
riltion-seling ties. Sports 
-abushy moustache and 2 
flagrant disregard for fungi 
(Once starredin amovie, but 
doesn’ tke to tak about 


MEGA MAN SIMON 7 
sotervce BELMONT gy 
cece oly rice of 
Senet ih onalarteg 
eee anaes 


stealing weapon systems 
from fallen enemies. Recently 
confirmed asthe nex entrant 
inthe SuperSimash Bros tile 
for WiU and 308, 


Whip and counts slaying 
vampires and werewolves 
asjusttwo ofhis interests 
Others include needlework 
and stamp colletng 


LINK 

mEt-tkehero 

ot The Legend 

Of zelda series, 
Feelethatits 

dangerous to go anywhere 
alone, Fondness for fares, 
princesses in peril green 
clothing and oceasionally 
-salng in boats. 


009 
ussssth) 
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fey 


Si. He also installed an unnecessary eject button for 
removing carvidges, ater caiming that he thought 
‘young players would gain some simple enjoyment 
‘rom pressing it. Despite these playful features, 
Nintendo was deadiy serous about making the 
‘machine as good as it possibly coud be ~ production 
of the console’s cartridge connectors was carried 0 
in-house to keep quality as high as possible 

Even so, the Famicom launch din't go entirely 
‘according to plan, The frst shipment of consoles 
had to be recated due to fauity chips which caused 
tham to crash. Like every major decsion made by 
the company in those early days, the recall was done 
at the request of Yamauchi, who fet that initial sales 
‘momentum should be sacrificed in order to preserve 
‘Nintendo's public image. His instinct oroved correct, 
and the Famicom overcame this setback and went 
‘on to sell half @ milion units in two months - an 
incredible suecess considering the small size of the 
Japanese videogame market atthe time. Almost 
‘overnight, Nintendo had created an entire industry in 
its homeland, and the Famicam's tay-tke apps 
did tle to dent is appeal wth al agegroups ~ t was 
lapped up by kids, parents and businessmen alike 


Nintendo had 
clearly taken note of 
the many mistakes 
made by others 77 


"The Westen geson 
‘athe farcon wa 
ves diet eo 
‘ing er 
lei adn 


company turned next to the nascent Japanese home 
console market, which was too small to have b 
impacted by the disastrous shenanigans on the 
othar sido of the Pacific Ocean, Nintendo hardware 
designer Masayuki Uemura set to work on a system 
codenamed ‘GamaCom, only to change the tite 
‘when his helpful spouse suggested ‘Famiy Computer’ 
(or Famicom’ for short), a piayful variation on the 
Japanese descripson of a typical PC. Protot 
‘constructed with a low-cost metal shel, but this 
was discovered to be too fragile, and so plastic 

ecame the material used instead, Although 
many have suggested that white 
and red plastic was used because 
‘twas cheapest to souree, Uemura 
has recently revealed that the colours 
were chosen by the late Nintendo president 


Hiroshi Yamauchi (1927-2013), based on his own 
personal preferenc 
Viewed with moder eyes, the Faricam isa 
sutious piece of technology. Toy tke in design and 
clealy aimed at young players, i's very aiferent from 
the Western NES which would folow in 1985, Cost 
was a huge consideration during production; the 
Famicom’s pads ~ complete with the now-standard 
D-pad controller, made famous by Gunpei Yoko's 
Game & Watch range of LCD portables ~ 
were hardwired into the cons 
body to keep manufacturing expense 
down, Quznealy, Uemura included 
‘a microphone in ona of the pads ~ an 
extravagance which saw hardly any use in 
software, but has bacame trandy in recent 
years thanks to Micrasoft's Kinect and Apple's 


(CO-FOUNDER OF CODEMASTERS, WHICH CREATED THE 
SEMINAL NES TOP-DOWN RACER MICRO MACHINES 


What was it like 
publishing and 
developing gam 
on the NES? 
twas really 


David Darling CBE 


NES. We had been publishing 
n home computers, then we 
ent to a trade show in America 

and some Japat mpany 

F hoard of brought out 


litle grey 
were quite negative 
about it. Technical people were 
ative because they 
saw the Amiga as being better, 
and retailers were also down 


uit 


cause Atari had crashed 
the console market previously. 
ut another 
they lived 
But then, after the sho 
Nintendo worked wonders. O 
the next two years they gained 
traction and amazing market 
share, much bigger than the 


J] computers of the time. When 
you drove around Amer 
visited service stations, they 
were selling NES games. It 
completely mass market. So 
were understandably keen to do 
NES games, and the first one we 
did was Treasure Island Dizzy, and 
then we started working on Micro 
Machines, followed by the Game 
Genie. itv 
a sales point of view bo 
market 
adevelo tof view it's 
always interesting working on a 
new machine and trying to work 

et the best out of it. 


8 really exciting from 
use the 


‘out how to 


Do you think we'll e 
etum of the days of a hardware 
manufacturer holding all the cards 
like Nintendo did? 
| don't think so. All the 
computers of the period had been 
based on open archit so 
when jodore launched the 
C64 it published the instruction 

| booklet on how it all worked so 


J programmers could work it all 
ut. Because Nintendo was a toy 
company, they'd been used 
selling their own toys ~such as 
stand-alone LCD devices ~ and 
nobody else had anything to 
do with them. That's why they 
ta control it, and not 
open. When Sony came 
along they thought, ‘how can 
ith these guys?’ They 
w software as more important 
than hardware, and struck up a 
better relationship with 
developers to get more games 
and better gar that people 
uuld want to buy their machine 
over Nintendo’ 

‘That happened with the 
PlayStation, da 
really good relationship with loads 
of developers. Apple has taken 
it one stage further with iOS. 
They've got tens of thousands of 
developers now. That has pro\ 
that having lots of developer 
support is a big advantage. | can’t 

| see that 


compete 


ind Sony fost 


J You battled Nintendo over the 


inventive we'd apply for 
a patent. We got that patent, 

sed it to a toy company, and 
were really excited about it. And 
then Nintendo applied to get an 

nto stop the toy company 

selling it. I's ike when a big kid 
kicks you in the playground, you 
have to defend 
defended o 
company handled the tig 
and eventually won - so we didn’t 
really think too much about it, i 
was just a case of trying to be 
creative and then trying to protect 
that creative freedom 


What are your | 
the NES as a gamer 
Super Mario Brosis one of my 
alltime favourite games. The 
attention to detail that Miyamoto 
and his team put into designing 
| that game was incredible. 


ting memor 


hat cary success would pale in 

comparison tthe kind of figures 

Nintendo was posting in 1985. Tho 

reason was the launch of Shigeru 
Miyamoto's Super Maro Bros, an iconic 2D platformer 
that introduced the word tothe concept of porty 
Italian plumbers leaping onto the heads of malevolent 
rmusshvooms, The game's impact was dramatic and, in 
the year folowing its release, Super Mano Bros woud 
help tho Famicom sall3.8 milion units in Japan It was 
just one ofa sting of must-have tits for Netendo's, 
console, and would coment the company’s reputation 
.a creator of truly world-class software. 

‘The astonishing commercial performance of the 
Famicom alowed Nintendo to create a unique system 
of software licensing, The model adopted by Atari 
during the VES/2600 era was to create all ofthe 
games intemal but, by the time of the 1983 crash, 
that system was starting to tracture as the-party 
publishers Ike Activision started to appear: Nintondo 
embraced th talents of companias tke Kora, 
Capcom, rem, Tato and Namco, but at a considerable 
pice ~ the Famicom had tho market share and these 
companies wanted to tap int the console's audience, 
but todo so they had to dance to Nintendo's tune 
Publishers were exoected to place large production 
oer for Famicom cartidges and shoulder al of the 
fok, while Nitendo profited regardless of whether or 
10% the game in question was a good solr. 

The system was skewed to benefit Nintendo almost 
all ofthe tme yet pubishors rarely complaned, os 
the Famicom’s vast marketshare meant that gamers 
‘were desperate for new titles and quickyy snapped 
Up aualty software, virtually guaranteeing that any 
new tite would de decent business. Companies like 
Konami, Hudson Soft and Namco made the fortunes 
with the 8-bit console, Konami particlar saw its 
profits rse fom $10 milion in 1987 to $200 millon 
in 1991 all as a result of ts fut rolatonship wth 
Nintendo and the NES. No: everyone was contant 
to simply rll over and pay bal, however. Notoriously 
proud Namco boss Masaya Nakamura would famously 
challenge Nintendo's icensing systom in 1988, 
dering ita ‘monopoly’ and bad forthe long-term 
heath of te burgeoning industry Yamieuc laughed 
off his suggestions and pubely mocked Nakamura 
and shorty afterwards Namco quiet re-signed its 
licensing deal -such was the sz of the audience that 
the Famicom ered, even its dsgeuntied business 
partners couidh't atford to not have ts gamas on 
the system. The Famicom accounted for almost tho 
entre Japanese games market atthe ome; in effect, 
videogeming in Japan was Nintendo It shrugged off 
the atack from Sege's SG-1000 and Mark Il systems 
= the latter known inthe West asthe Sega Master 
System —in the same manner an elephant would swat 
away an irtating ty 

In Japan, tls lke Final Fantasy and Dragon Quest 
‘went beyond being something you just played on your 
games console. The naton's youth would clamour 
for information about the game, buying copies of 
magazines ike Shukan Shonen Jump which ran 
regular arscles detaing secrts, tats and foklore 
from the Dragon Quest series. These pubications had 
circulations that crept into the rion, largely based 
on the fact that they gave plenty of pages tothe latest 
Famicom tes, Ever savvy to new ways of making 
cash, Nintendo encouraged such cross promotion, 


Capcom Connectio 


FOUR OF CAPCOM'S FINEST GAMES THAT 
HELPED DEFINE NINTENDO'S CONSOLE 


BIONIC 


MEGA MAN DUCKTALES LITTLE NEMO: 
‘YEAR: 1987 COMMANDO ‘YEAR: 1987 ‘THE DREAM MASTER. 

Js With franchise salesof YEAR: 1988 JeSuchistheappealoftvis YEAR: 1990. 

almost 30 milion copies, Aplatform game whereshe _platformerthat WayForward m= An interesting ease of 
Mega Manis one ofCapcom's lead charactercannotjump __Technologiesisupdating for Japanese developers tacking 
mast enduring characters, might soundlikeadisaster, current generatonconscles Westerstores, Little Nemo: 
hose life started on but ionic Commands: _aswe speak The riginalwas The Dream Masterwas based 
Nintendo's 8-bithardware, unique swinging abilty made developed by key members ona Japanese animated 
Devlihiyhard, Mega Man _itstand outfromthe crowd. ofthe Mega Manteam, which vie, whichin urn took 
lsagamewhich demands The Japanese version of goesalong way to explaining inspiration from an American 
skil. memory anduniiited the amewasifewith Nazi the overalilevelof polish and come stip by Winsor 
reservescfpatience.The __imageryandevenfeatured a playablily. Asequelfollowed  MeCay.Theresutwasa 


character has singe starred 
in over 50 dtferent les 
since the release ofthe 
Famicom orginal 


reanimated Adolf Hitler asthe 
finalboss— needless s3y, 
these elements were altered 
forthe Western release 


In 1993 andis now harate 
comeby, atthough experts 
consider itto be litle too 
similar tothe orginal 


charming but often surreat 
romp through the word of 
‘Slumberiand, riding on the 
backs ofvanous animals, 


knowing that for each adkitional magazine it help 
shift, the potent! lay or increased videogame 
software sales. 

Not all of Nintendo's big money making ideas came 
te fron, of course. The Famicom Disk System was. 
launched in 1986 fora pricey 15,000 Yon, and was an 
tearly misstep forthe then industry leader. This add-on 
dovice was dangled in front of consumers with the 
promise of cheapor software prices and beter titles, 
Games came on diskettes which retaled for ess than 
carts, with the bonus of being reusable — you could 
visita Disk System kiosk at your local retaier and have 
a new game recorded onto one of your existing disks 
for a nominal fee. Nintendo made the product even 
more destable by stating that al of ts best games 
‘would be exclusive to the format. The Legend of 
Zelda, Kid Icarus and Metroid were all released on the 
Fanvecom Disk System first, athough cartridge ports 
‘came late, larly because the systam was not as 
successful as Nintendo had first envisaged, 

The new cisks split the market. Publishers did't ike 
having to make the choice between releasing a game 
'on the Famicom Disk System or standard cartridges, 
and of course would have to pay addtional lensing 
fos if they decided on supporting both. Nintendo 
‘overstepped the mark by insising that it held half of 
‘the nights to each game published on Famicom Disk 
System — something which didn't apply to Famicom 
titles, and ilustrates just how arrogant the firm hack 
become. To cap it of, the unit suffered fram crippling 
relabily issues. The rubber belt used in the disk drive 
had a tendency to snap or even mett over time and 
the disks themselves were incredibly delicate along 
way from the robust carts used on the Famicom. Total 
sales wore 4.44 millon ~ nothing tobe sritfod at, 


138 


135 


Bewise - 
accessorise 


THE ZAPPER 

sm Bundled wth he NES at aanch hs ion ight un wae 
rade famoueby tiles Duck Hunton 

{id Gunman orignal coloured 
od vastvitached Kory 

sed orange. The Fanieom version 

afte gunwasbased on the design of 
arevoter 


POWER GLOVE 

1 Before the Wilcame around and taught everyone how 
te waggle, Nintendo tried tshand at motion contol with 
‘the Power Glove peripheral. Created by Grant Goddard and 
‘Samuel Cooper Davis, 

for Abrams Gentile 


but way below Nintendo's lofty expectations fort 
‘console, The add-on never made it out of Japan, but 
such was the dominance of the Famicom in Japan, ts 
lackustre performance cid litle to impact the console's 
redhat momentum, 


Enlertainment and 
licensed to Nintendo, 
thecontroler was a 
commercial disaster. 


+ 


Intendo's incredicle success in its homeland 
was one thing, but is next move was 
downright audacious, Folowing the crash 
of 1983, videogaming was dstinety out 

of favour with North American retaers — but Yarnauchi 

know that it was a vital market to erack and the risk of 


NES ADVANTAGE 


sm This areade-siyle contrlier is notable for gesting sereen- 
time inthe 1989 movie 


Ghostbusters I where it failure would be balanced by the tantaisng chance of 
was usedby the spook: massive, massive profits. The Famicom was redesigned 
catching protagonists for the US market as the Nintendo Entertenment 
tomanipulate the and was made to resemble @ 


rmovernents ofthe Statue 
of Liberty ts slow-motion 
feature was unique forthe 
time, but did't work with 
Al NES games. 


U-FORCE 


1 The work of publisher Braderbund, U-Force was a 
controller that you did't touch, 

sort of lke retro version of 

Kineet, used infrared sensor 

panels to idenity the positon of 

yourhands, but didnt work as 

planned - games were almost 


Able ce Kiect, then 


+5 © system — NES for short — 
f Rare Connection 


THE EX-SPECTRUM DEVELOPER WAS PROLIFIC 
ON THE NES MAKING NEARLY 50 GAMES: 


high-tech VCR, complete with a funkyHooking spring 
loaded cartridge mechanism, Combined with toy-tike 
potiphorals, such as ROB and the iconic Zapper, tha 
resmagined system managed to slo under the radar of 
retalers sti stngng from the colanse of the interactve 
entertainment market only a couple of years previousty. 
Nintendo's American sales team calrved the nerves of 
leading stores by offering units on a sale-orreturn policy, 
even going as far as to organise point-of-sale displays, 
shifting the rik away ftom the twitchy retal chains, The 
‘gamble worked, and while the NES didn’t sellin the 
‘quantities seen in Japan, the fact that it sod at all proved 
that there was sila receptive aucience for videogamning 

the seeds ofa ravivad market in the US had well and 
traty been sown. 

Nintendo had clearly taken note of the many 

mistakes made by others. The company was, 


BATTLETOADS 
L YEAR: 1991 


WIZARDS AND WWE. SNAKE, RATTLE 
WARRIORS: WRESTLEMANIA ‘N ROL! 
ROB YEAR: 1987 ‘YEAR: 1987 ‘YEAR: 1990 


‘= Aviidilustratonofjust 


'm Known asthe Family Computer 
Robot n Japan, ROB was 
instrumentalin geting the NES 
Into stores folowing the 1983, 
crach was shored, only 
functioning with two games: 
‘Stack-Up and Gyromite 
Despitits aur, ROBis: 
Pighly collectable today. 


Je Rare’ second outing on 
theNES, Wizards & Warriors 
received praise forts 
Impressive presentation and 
stern challenge. Although it 
boasted action platforming 
elements the game aiso 
expected players touse their 
brains to overcome various 


‘eBoasing digital 
representations of all 

your favourite grapplers 
including Hulk Hogan, 
‘dre The Gian and ‘Macho 
Man’ Randy Savage~ WWF 
Wrestiemaniawas asmazh 
hit for Rare and publisher 
‘clam the latter of whieh 


‘ pazles and roadblocks would oversee the WHF 
Sequelsfolowed,one ot videogame iene forthe 
which (Fortress OFFean) —_next decade. Simplistic by 

x sraced:he porableGame today’s standards, but sil 
Boy console, immense an, 


‘ene of Rares most ericaly 
axclaimes NES tiles, Snake, 
Rattle 'N Rls an isometric 
platformer whch asks 
‘theplayer with consuming 
‘enough tems to open an 
‘itand progress othenext 
level feat of programming 
genius onthe pat of 
<evelopers Tm Stamper 
and Mark Betteridge, Snake, 
Rattle N Rolls stilfondiy 
remembered today andis 2 
‘must lay, 


how erative the Stamper 
brothers couldbe with new 
design concepts, Batletoads 
was produced at time when 
the Teenage Mutant Ninja 
Turtles were caplivating kids 
woridwide. A side-seraling 
fighter with an emphasis on 
‘comedic attacks, would 
also be ported tothe Sega, 
Mega Drive and Amiga. An 
cxceliens take onthe serling 
fighter which spawned 
numerous sequels 


ora 


sTeé 


J] feel. A lesson which has 
since been forgotten by most 
triple-A game publishers. 


Initially, it was 
a nightmare! We'd just come 
from working on the Amiga 
and Atari ST, and the NES felt 
like a relic, As well as the low 
resolution and tiny Tlckery 
sprites, it was bodgy hardware 
With things like panels on the 
screen only possible with very 
shonky cludges. 

Then, when we got into 
the swing of it we realised it 
was, despite its age, a much 
better videogame platform 
than the Amiga or ST. You 
ssee, even though it didn’t 
do very much, what it did 
do was allow you to scroll 
a screen around and move 
some sprites around at 60hz, 
that which is what most games 
st possible standard really needed. The more 

te ‘advanced’ graphics of the 
16-bit computers weren't 
matched by the grunt of, 
those machines, so even 
though NES games weren't 
as pretty, they were fast and 
responsive, and the NES 
controller was way better 
than any joystick 
or keyboard available for 
home computers. 
twas an early lesson 
in frame rate being more 
important than anything 
else for playable 
videogames, and 
graphics being 
secondary to 


There were two important 
points about the NES from a 
gamer's perspective. Firstly, 
the games were insanely 
expensive. In the UK at least, 
NES games were £40 at 
the time when Mastertronic 
‘games were on the shelves 
for £1.98 (and plenty of those 
were decent games). The 
price was too high, but the 
games were on cartridges, 
and cartridges were really 
nice things to own. They had 
instant and reliable loading, 
Which was great, 

The second thing was that 
the games were really, really 
good. Not just the Nintendo 
games - Mario, Zelda, ete 
Which were worth £40, if 
you could afford it but 
pretty much every game 
fon the system was actually 
‘much, much better than any 
home computer games at 
the time. The Nintendo Seal 
of Quality actually meant 
something. It was hard to 
convince Nintendo you were 
good enough to make a 
game for their system, and 
then the quality bar you had 
to pass just to get a game 

* released was very high. Every 
developer had to be on the 

top of their game just 


Notoriously stct about th 
the NES, 
Quality’ which reassured gamers — a 
thatthe cartridg 
buying weren't g snd up as lanl sh 


quality of soft 
‘oncoeting the now fam 


parents Kons: 


subsidiary Ulta 
" able to release 
ten games per year instead of five. There's no doubt 
that these companies raged at such imitations behind 
sed doors but, 2s was the Japan, they were 
y to abide by Nintando's ru 
easily shift over a 
h draconian limitations 


at to 


and companies did vaste one of thei five 
on a lacks 
upport ‘rom some of t 


as just one 


annual game: 
1 industry's best 
ason for the f 


in the US ans Then, as 


exceptional game 
Ninten 
mic 


than a 100- 
gives prominent 
popular titles 
3, afaled experiment in bri 
s, pro-dat 
sade and a hait. Ath 
mercial success s surprising, given 
thar 
popular at the time 
first plas 
sught their inital gi 


the Wi by a 


ugh the film wasn't a 
red Fred 0 was incredibly 
be: 
22 many ki 


ithas sine 


rnon-bundled sof 
Sifting an incredible 18 mili 
"ere inthe region of $600 milion in revenue 

fe struggled to 
market which 


ppies and 


rating 


9. Retailers must he 


prahend the size of the market, a 


nes 


ONE HALF OF THE RENOWNED (AND BEARDED) PICKFORD BROTHERS, 
STE HAS BEEN INVOLVED WITH COUNTLESS CLASSIC TITLES AND NOW 
RUNS INDIE STUDIO ZEE-3 WITH HIS SIBLING, JOHN 


to get a game out. Games: 
regularly were non-approved 
for not being good enough, 
80 we really had to work hard 
to make the very best games 
we possibly could. 

So, although the games 
were very expensive, 
Nintendo created a system 
where you could buy any 
‘game on the shelf and be 
certain that it was going to 
be really good and worth the 
monay. | don't think there's 
been a system before or since 
with such a consistently high 
quality catalogue. 


For better or worse the NES 
defined the console era - the 
limited, curated game library 
controlled by a gatekeeper, 
and a very restricted ability 
to develop for the platform. 
That system was copied 
wholesale by Sony and 
Microsoft, and we had a few 
years where it worked well, 
but I think we're coming to 
the end of the useful life 

of that business model. It 
worked brilliantly for the NES, 
but i's left us today with a 
conservative and imploding 
triple-A console business, 
locked into timidly producing 
only a small number of 
marketing-driven, high- 


| budget glossy sequels based 


‘on about five franchises. 


siiegata gent pad tthe 
cotati ono 
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less than a decade ago had pretty much been at 
death's door, 

(One region where the NES's power was curiously 
ineffective was Europe, and Nintendo seemed 
reluctant to conquer the terttory. Ths lft the door 
‘wide open for rval Sega, which released ts Mastar 
System console to extremely encouraging sales. 
Despite losing the battle in both Japan and North 
‘America, Sega's &-bit platform had gamers all to itself 
in Europe, Some gamers were growing tred of their 
ZX Spectrums and Commodore 64, and proved to 
'be perfect fader for this new gaming system fresh 
‘out of Japan. Arcade conversions such as Hang-On, 
‘Space Harrier and Werder Boy helped Sega gain a 
robust foothold, and when the NES was launched in 
the region n 1987 it had a mountain to ekmb, despte 
possessing what was arguably afar superior israry of 
software, Nintendo's lack of enthusiasm for Europe 
cost it dearly during the @-it days, and allowed Sega 
to buld power base which would pave the way 
for the 16-bt Mega Drive, However, it goes without 
saying that the flood of profits in America and Japan 
more than softened the blow. 


+ 


he impact and influence of the NES 
smply cannot be overstated; even after all 
se Years and five generations of new 


hardware, the console remains @ classic 
system, ts colection of games intimately familar 


to players who weren't even born when they were 
released, Franchises ike Zelda, Metroid, Castlevania, 
‘Super Mario Bros and Maga Man all found fame on 
the &-bt console, and these names continue to be 
insanely popular even today. Ducklales, a classic NES 
platform title based on a Disney cartoon series, is 
‘currenty being updated for an entirely new generation 
‘as DuckTales Remastered, prof ofthe enduring quality 
of the NES library. On the Wii U, developer Yacht Club 
Games is creating Shovel Knight, a brand new indie 
platformer title that wears its NES inspiration proudly 
nits sleeve, On the 3D, NES ttles are getting a new 
lease of le thanks to the Virtual Console distrioution 
‘system, which allows awners to download classic 
titles from the consola’s back catalogue. 

Iconic systems invariably become appealing targets 
for calectors. The colourful nature of Famicom 
cartridges - combined with their low cost —has 
Created a thriving second-hand market thanks to 
online auction sites and retro gaming retailers. 

‘The NES is equally popular with those looking 

to reconnect with their past, That spring-loaded 
cartridge dock may have caused relabily issues over 
tha years, but the boxy console is arguably one of 
the finest examples of videogaming retro-chc, and 

ts weird and wonderful menagerie of odd peripherals 
only adds to its collectiblty. Of course, it also helps 
that many of the format's most popular games are 
‘based on franchises which continue to find favour 
‘even today, For older players, it's fascinating to see 
how characters like Mario and Link have evolved as 
the decades have progressed, while nowcomors wil 


Hudson Soft Connection 


WITH NEARLY 30 GAMES TO CHOOSE FROM IT'S HARD TO 
PICK FAVOURITES, BUT WE'LL CERTAINLY GIVE IT AGO 


BOMBERMAN, MILON’S SECRET FAXANADU PRINCESS 

YEAR: 1985 CASTLE ‘YEAR: 1987 TOMATO IN 

s Hudson's explosive-loving YEAR: 1986 |B Faxanaduis part of. THE SALAD 

mascot mayhave done his = Regarded by some players Falco's Dragon Slayer KINGDOM. 

bestwork onthe PCEngine, as overly dificult, Mion’s series —thetleis 2 YEAR: 1988 
buthisfirst console outing Secret Casleisrevertheless combination of Famicom’ Samethng of aca dass, 


was on Nintendo's @-bit 
INES hardware in 1985. With 
its maze-tke structure 

and additive gameplay, 

the series Would go onto 
become ane of the mediums 
mast enduring classics 

To date, the character has. 
starred in aver 70 ctferent 
games on awide range of 
platforms and systems, 


‘acutclasci among many 
NES devotees. Despite 

the cute visuals and lly 
protagonist this platformer is 
brutal at times - there steno 
save points andlosing your 
life results in a game over. 
has since been re-released 
‘onNintend's Virtual Console 
service, an ilusration ofits 
leveloffame, 


‘and Xanadu which was 
‘the subitl ofthe second 
Dragon Slayer release. 

Best described a an RPG 
ith platforming elements, 
Favanadu found favour wit 
players thanks tots gripping 
‘gameplay, subtle visuals and 
surprisingly atmospheric 
music, composedby the 
hugely talented Jun Chikuma 


Princess Tomatots text 
venture wih vegetables in 
leating oles. Placedin the 
role ofthe brave Sir Cucumber, 
the player mustnavigate 
through varous sections of the 
game sing textcommands 

to save Prncess Tomato 
fromthe clutches of Minster 
Pumpkin Call ofDty, you 
53? Neverheard oft 


Shifting an 
incredible 18 
million copies and 
generating 
somewhere in the 

pe of $500 
Tg Million 


be intrigued to soe what these famous faces were 
Up to when they made thei first tentative steps into 
videogame superstardom. 

‘Without the NES, the videogame arena would be 
vasty different today. Nintendo may have kept Japan's 


best development talent on a tight leash with its grossly 
Unfair licensing agrooments, but the incredible profits 
‘those same studios made via the Famicom and NES 
‘alowed them 70 bacome the heavyweight giants of 


the future ~ Capcom, Square, Enix and Konar all 
‘made their respective fortunes on Nintendo's &bit 
console, and UK studio Rare used the NES to estabish 
2 reputation for quality software which woul later result 
in tbeing purchased by Nintendo itselt, However, the 
‘dominance ofthe system, and Nintendo itselt, created 
less appealing legacy. The licensing system put in 
place by Yamauchi was almost eiminal, yet it's only 


Konami Connection 


THE JAPANESE DEVELOPER HAD HUGE SUCCESS ON 
THE NES, RELEASING MANY CLASSIC GAMES 


GRADIUS CASTLEVANIA. METAL GEAR. CONTRA 

‘YEAR: 1986 YEAR: 1987 YEAR: 1987 YEAR: 1988, 
‘=Konamisnear-legendary Although Castlevania Js Hideo Kojma’s MetalGear _& Possibly the most 
shooter gotoneofitsfirst _appearedonthe Famicom —__-madeits debut onthe MSX2, famous run-and-gun tien 


-domesticportson the NES, 
and the game more than 
lived up tots areade parent 
‘crude visuals hide a tricky 
‘experience thatisharshbut 
always fai, andboasts2 
Weapons upgrade system 
that was revolutionary or 
the ime, Controling the Vie 
Viper sip. your missions 
‘eradicate various aliens 
some ofwhich resemble 
‘Moa’ statues, Don ask 


Disk System first under the 
title Akuma Dracula, twas 
the American NES port that 
transformed the series into 
household name, Famous 
forts fantastic musi, 

‘creepy visuals and punishing 
challenge, twouldbe followed 
bytwo equal beloved 
sequels The seres continues 
to tract large audience 
today, thanks eo enres onthe 
box 160 and 205, 


bat Western players wil 
have been introduced tothe 
franchise by the NES porta 
somewhat butchered version 
of Koimals original vision. 
Despite being aless-than- 
perfect conversion, Metal 
Gearneverthelessgsined a 
positive reaction fom many 
North American gamers, 
paving the way for future 
instalments such as Metal, 
Gear Solid 


Videogame history, Contra 
was an areade smash in 
1987 before being ported to 
the Famicom and NES in the 
following yearn Europe, 
the game would famously be 
retitled Probotector, with the 
humanheroes transformed 
into robot warriors 2 
strange trend which would 
continue unt 1996's 

Contra: Legacy OF War on 
the PlayStation, 


now being torn apart by the aval of services such 
as the iOS App Store and Android-based Google Pay 
market, where the power rests with the publishers and 
developers, and not with the hardware maker 

(Of course, at the time, players were less concerned 
‘with Nintendo's business practices and more bothered 
about seeing if they could shoot the dog in Duck 
‘Hunt, or trying to find all the secret warp zones in 
‘Super Mario Bros 3, Those lucky enough to have been 
introduced to the medium of gaming via Nintendo's, 
console are unlikely to forget is incredible imoact and 


influence. It's the platform that enabled a company that 


started out manufacturing playing cards to straddle the 
global entertainment arena lke @ colossus, challenging 
the brand power of companies lke Disney and Peps 
and matching the movie and music industries in toms. 
of revenue and cultural recognition. Although the 
gaming market has grow in sza dramatically since 
the Eighties, it's unlikely that any single console format 
\welve seen since wil become as intrinsicaly linked to 
the medium of interactive entertainment as 

12s. You did't play games back then, you played 
Nintendo, and that tells you everything you need to 
know about how big this console was. Not bad for a 
system which started out as a rather unassuming slab 
‘of white and tad plastic in its native Japan, 
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PERFECT TENGAMES 


For owners without the cartridge cleaning kit; here are ten of the best wedges of 
grey plastic you'l ever blow into 


~~ w@ 


ol 


avo 


DUCK HUNT 

» RELEASED: 185 

» PUBLISHED BY: NTENDO 
» CREATED BY: IN-HOUSE 


SUPER MARIO BROS 
RELEASED: 185 

» PUBLISHED BY: NINTENDO 

>» CREATED BY IN-HOUSE 


» BY THE SAME DEVELOPER: DNKEVHONG 
(0 Buss the cineesenil game forthe can 
NES Zapper, Nintendo's repetitive duck murdering 
simulator allowed gamers to test their aim with the 
aid of eanine cohort Mr Peepers. it was ris ob 1 startle & 
bal feted feathers nz the at and yous to sig thom 
in your pst’ crosshax You had thee shots per arget 
and the later leve's, which included try clay pigeons, cabec 
‘or ether a swift deackaim othe cowardly act of pressng 
the gun bane aganst the teavison The game had a neat 
‘eature, which alowed duckwetare erthusiasts to corto 
the directon of she een bres wit a second pad and save 
them from a good buckshot stating 


RIVER CITY RANSOM 
» RELEASED: 1985 

» PUBLISHED BY; TECHNOS 

» CREATED BY: IN-HOUSE + CREATED BY: 


MEGA MAN 2 

» RELEASED: 16? 

> PUBLISHED BY: NINTEND 
POM » CREATED BY: IN-HOUSE 


» BY THE SAME DEVELOPER: 7ERO 
(02 twat thebleccrunching pip raving pots 
‘of two Italian plumbers that finally administered 
the medicine tothe videogame crash of the Eighties, 
ridding it ofthe noxious aftertaste of Ataris ET. Shigeru 
Miyameto knew how to cenure up golden gare icons, 
and the Maro lrcthars ae twa ot his most eoffe. Pacing 
the plumbers into @ daring princess imushroom rescue 
mission, side a vv, smocth-scroling artasy worl, the 
game pioneered cancenrs such as level wars and head 
stomping. Super Maro Bros encapsuiates everything that 
rakes a game timeless: catony teme,fuc gameplay, 
iconic characters anc a hor princess, 


PUNCH-OUT! 
» RELEASED: 186 
» PUBLISHEDBY: NNNTENDO 


» BY THE SAME DEVELOPER: > BY THE SAME DEVELOPER: » BY THE SAME DEVELOPER, 
(DOUBLEDRAGON PULMAYCR LILaT Wars 
(03 Panett meet stebage Don't let Moga Man's (05 Mista’ por ots 
‘when Alex and Ryan receive mountainous energy bar Popular Eighties arcade 
‘note from evil erime lord Slick {ool you. Trying te finish Mega ppuncher was somewhat lst in 
informing them that thelr citys Man 23s lke trying to stay translation when it appeared ints 


‘being held to ransom and Ryan's 
sitriend has been abducted. 
Welcome to Rive City, a lace of 
‘ongueincheek burnour, carton 
Violence ane hace-up vorsting 
‘tesheren. Using anything they can 
ay thor fists on, our protagonists set 
about the sveets, ghing trough 
Sick’ army of stuson's, Their 
stategy:frce tem to "bar and 
Pocket thor loase change. River 
Ciy’s unique fusion of a 
‘em-upand a subte RPG make ita 
superlative NES cass 


alive without any kidneys. This, 
isan unforgiving plattorm baster 
\wihete each vel demancs pinpoint 
precision and patence. The order in 
‘which you blast through Dr Wis 
loves is upto you, but dont hink you 
can use the easier stages ip sioeeple 
Ives. Each lovel houses a bonie 
boss whose special power can be 
aonuied These abies give Moga 
Man en acvantage over another boss, 
croling beat so choosng your route trough the 
{gare was how you maintained a 
heaitw blood pressure 


Bit glory. Tho aac’ transparent 
land ins comer 
zed pugiist on 
a mission to topple heavyweight 
hard man Mike Tyson It quly 
collected sccm forts accessoity 
and colour roster o cartoon 
oes, who were forced to sop uo 
‘each biow of the garne's vaderark 
payabily. The NES homes te 
Finest version of Pune”, sti 
‘managing to pack mere punch tan 
its tchnicaby enhanced SNES sequel 
and arcage counteroar. 


‘SUPER MARIO 
BROS 3 


1» RELEASED: 10 


METROID 


» RELEASED: 186 
» PUBLISHED BY. NINTENGO 
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CONTRA 


» RELEASED: I6 
» PUBLISHED BY: ANAM! 


> RBLSED EY NTENOO » CREATED BY: N= OUSE » CREATED BY: IN-HOUSE 
> EREATED BY, HOUSE » BY THE SAME DEVELOPER, » BY THE SAME DEVELOPER: 
Sa SJPERMETROD NETALGEAR 
PLOTWINGS Long bore Ms croft raked (6 Hust be wrttan into our 
Hie goalie pitts her fist tomb, there was ‘genes that when visited by 


‘the NES isa marvel. t 
encapsulated allthe qualtes of 
‘the first game while introducing 
‘new elements now as essential 
‘to the sories as Mario's fat eap 
and black moustache, Sune” Maro 
Bros 3 incorporated sub-bosses, 
‘mull routes and min-gares, 
‘while embracing the nations of 
secrets and level warping In fac 

‘he garve's so reat that lions of 
Americans sicod in uni 


‘central role in an 


itwas a aming to © 
release another gare ono 


DOUBLE DRAGON II: 
THE REVENGE 


» RELEASED: 13? 
> PUBLISHED; TEC-NOS 
>» CREATED BY; IN HOUS! 
> BY THE SAME DEVELOPER: Nik 
(09 Jatin na drtrtoneahan ts redecesor, 
Double Dragon I stil fellows the theme of the 
Lee brothers’ill uck with the opposite sex. Aor an 
aiduclas geiend, Marian is calouslytled by Shadows 
‘Wari, tha brothers are forced inta action. I's wisely 
considered tobe the finest ofthe tee Double Dragon 
{games released an the NES, duo tots intutve contol 
{ais nvoduced a much requested tva-payesco-00 
‘ation and icenis maves like the Wihtind Kei and the 
Hyper Uppercut ~ wien looked a lot cooler than Billy and 
Jerey/s usual technique of pushag an enemy's head inta 
their gon 


‘another tough female playing = 


Donning unflattering yoleny armour 
‘and foro to wear a ed spaceship 
fon her head, you really cout 
tell whether Samus Avan was 


bas ofthe B bution, sparen her 
logan ip, gave us al the proof we 
nesded. Mito is a landmark NES 
lito. The space shoat 

password savas, nan-inear levels and 
multiple endings. ts dare, menaong 
sting housed sore truly fraky 
inabitants, and the Giger tye ivels 
realy helped create a beak, lonely 
‘atmaspere fam inside te grey Box. 


an alen is customary to either 
destroy them or try to adopt 
‘them. Mato Bros on sterics, the 
home port of nam’ arcade hit 
Conta i consiered to be the fest 

the NES. Ittels 
assigned the mision ef welcoming 
an alien species by unleacing an 
Ungodly amount ef ammunition into 
‘hair deformed domes. The game 
prosonts some inspred character and 
evel designs, the most memerabie 
beng the breach ofan alon base, 
which switched the perspective fo 
aside sc-oing biaster to a Cabal 
style shooting galery. 


onic franchise, 


st But one 


invoiced 


THE LEGEND OF ZELDA 
1» RELEASED: 187 

> PUBLISHED BY: NINTEN 
> CREATED BY, NOUS! 
2» BY THE SAME DEVELOPER: YOSHISISLAND 


0) Shas isa mjet old arti 
‘The Legend Of Zelda's tale ofa nefarious 


‘greater desiein games for explora 
‘encapsulated perhaps the most respected and wellove 
‘pames ever created. it was fathered by Nintendo with 
bud tenderness and the NES was there to videotape 
the bith 


PERFECT 10: NES 


ce 


Year released: 1926 (US), 1987 (UK and Japan) 
Original price: £99/S160 (Cor Pack) 

Buy it naw for: F16/824+ 

‘Associated magazines: Mean Machines, Computer & Video Games 

Why the Master System was great: With a far brighter colour palette than 
intends NES and some supers arcade corversons, the Master System proved 
tb be a cracking purchase if you were a die-hard Sega fen 


we 


MASTER SYSTEM 


MASTER SYSTEM 


SEGA MAY NOT COMPETE IN THE HOME CONSOLE ARENA ANY MORE, 
BUT ITS MASTER SYSTEM ARGUABLY PLAYED A SIGNIFICANT ROLE 
IN INTRODUCING MANY GAMERS TO THE CONCEPT OF THE ‘HOME 
ARCADE’. DAMIEN MCFERRAN TAKES A FURTIVE LOOK AT ONE OF 
SEGA'S FIRST FORAYS INTO THE DOMESTIC HARDWARE MARKET 


he Sega Master System is something of an enigma. 

One of the most powerful home consoles of its 

time, the machine is barely worthy of a footnote 

when it comes to deconstructing the history of the 

American and Japanese gaming industries. It sank INSTANT EXPERT 
almost without trace in these two key territories, clone of S-1000 


1g to make even a dent in the seemingly impregnable armour irs! "a=precucedty 
of Nintendo's NES (or Famicom). However, in other parts, Calecension sot 


“The Master System possessed 
idous success, winning hordes of fans and establishing 222.0, Sr. ohses hat sowssvest 
's reputation as a first-rate purveyor of arcade smash hits in 
the process. 

Founded in 1940, Sega (an abbreviation of ‘SErvice GAmes't initially 
gained renown for its unique brand of automated coin-operated arcade 
games, Having planty of exporionce in the field of amusements, the 
company was perfectly poised to compete when ‘rue’ arcade titles tke 
PPong and Space Invaders startad to appear. Thanks to games lke Future 
Spy and Zaxxon, Sega soon gamered a reputation as something of an 
expert when it came to arcade this and spils. 


‘As the Eighties began to unfold, the videogame industry seemed Syvslan ew at coun 
unstopoabie. Encouraged bythe stering performance ofits coin-oo ‘ose aly 301600 MI 
dlvsion, and the amount of money American company Ata abun keybow Akeybows 


‘ould be added" he $6-1000 t2 


‘seemed to be making from the VCS/2600, Sega decided frag tno ine withthe 56-2000, 


to enter the home entertainment arena, Released in Teco land vr goes 
1983, tho SG-1000 was Soge'sfstatemot at cracking runs wia Steet Pommard 


the console market. However, it was not the triumph Master Systers had cessed 0 bo 8 
the company had hoped for. To make 
matters significantly worse, Atan 
managed to successfully flush the 
US home videogame market down 
the tole in the same year, causing 
the first worldwide Videogame crash, 
Sega's assets were hit badly in the 


'989's Bomber Fis 
Built-in software vas atten 


ensuing flout, but sahvation came Sesto ser System 
‘rom American David Reson, who had Pare th gars such as 
previous tes wh Sega, and Japanese Wok Scans hedgeteg ond 
businessman Hayao Nakayama. Toy ‘eas iden rasa gre 


stopped the firm from collapsing into the 

hole created by Atar’s poor management. andzath Buttons atte same time 
Alter a period of stabilisation, Sega was 3 beng nclaiea inside ferent 

purchased in 1984 by Japanese corporation Saga first used Ops-Opa from 


Sk ad suit rechristened ‘Sega tinrice snare os 
Erteprises: Deapte the abject ale ofthe Mex xestw spon dtd 
G-1000, plans were made fora successor “ttre nos mens soporese beard 


inthe shape of the updated SG-1000 ‘Mark 


I. Sega, ike fellow Japanese company Lae 


ha ceran Bue neagenog. 


MASTER SYSTEM 


Bundle of Joy 
you thought he euerteortsion 
‘ve" Mb. 360 and PSY bundles 
ceonscieinausty thnk again Bact 
inthe nt Ege, the Mast 
System was produced nee 
sterrt paces the Bese! System 
think 389 Core’ and youre on 
the rant ack, the ls systern, 
whlch added te alkenpetart Light 
Praser ante Super System, 
vwhien we the sare = Ps 
ut abo aed the shart Wve 20 
asses, Athough the existence of 
these ciferent bundles undoustedy 
feeling inadequate nen ey got 
‘he Base’ wt or Cerna te 
porpheris st wre reli th 
the more exsensve patss were 
nat conyerangy susbored. The 
Light Proser only enoyes a banca 
‘gamer andthe 30 Glasses 
were cronped altogether when the 
Master System mt the rake 
the remodeled console coud not 
Siaoer sho uiaue an 


ay 


Nintendo, knew that athough the crash of 1983 had damaged 
confidence inthe videogame industry, it had created a void that 
simoly begged to be filed —in Japan, atleast. The Mark I struggled 
to shift units at real but this herdware would eventualy evolve into 
1985's SG-1000 ‘Mar Ill: Bar a few technical cfferences, this was 
the Mastor Systery in all but namo, 

it was around this time that Sega's rivalry with Nintondo, which 
‘wold lator bloom into a ful-scala war when the Maga Drive and 
SNES arrived on tho scene, became apparant. Sega's machine 
was more powerful than Nintendo's, but wan the Maré il and 
Famicom went head-to-head in Japan the former was given @ rather 
humifating beating. Nintendo's populer console trounced Sege's 
technical superior hardware thanks toa wealth of thircparty 
support. Developers were infamously forced to agree that they 
‘would not publish their NES ttles on rial hardware, which left Sega 
ina rathor tight prezcament- ic could only ralyonits own homo 
‘grown arcade ties fo so long. Tha solution was to obtain she rights 
te to-program’ the games of ether davelopers a procass that 
PC-Engine creator NEC also indulged in ironical converting mary 
‘of Sega's key arcade hts 10 is own 8-bit format — put even this 
stategy wasn't perfect. Meny of the icensed tiles were cstincty 
lacklustre compared to the ‘cream of the erp’ thatthe NES enjoyed. 

Undetered by the underwhelming performance of the Mari 
lion home sol, Sega decided to release the harcware in he US, 
hor it was radeally rostyled and rebranded as tho improssivo 
sounding ‘Master Syston. Released in 1886 ~ a year ater Nintondo 
performed the same tek wrth tha Famicom, which bacame tho big 
loveable slab of gry pasic known as the NES - the Mastor System 
found its ina simiar predicament tothe one expatienced in Japan. 
Nintendo had spent the prewous year busly promoting its new 
console and had snapped up key developer support from Capcom, 
Konami and Taito. Again, Nitendo requested that developers keep 
their games ‘NES exclusive, and given the unassailable position 
the console enjoyed, few had the wil to day this request. Despite 
possessing technically superior hardware, Sega had, unfortunataly, 
come tothe paty too lata, with the Master Systom also cropled by 
a meage software lisrary. Compared tothe multtude of thr-party 
ddovolopors that supparted the NES, Sega was only able to call son 
the allegiance of two in the US: Activision and Parker Brothers, 


OTHER VERSIONS — WHEN ONE MACHINE ISN'T ENOUGH... 


By 1988, Sega's Jenanase overlords had decided that enough 
‘was enough. Keen to offload the under-performing console, the 
‘questionable decision wes made to sel the US distribution rights to 
toy firm Tonka, While the company was the indisputable king of the 
‘bright yellow plastic digger, it, sadly, had no experience whatsoever 
of effectively soling a cutting-edge electronic entertainmont system, 
Tonia immediately made some puzzing choices regarding software 
‘chotcas and vetoed the localisation of several <ay tlas, many of 
which were seling ke hot cakes elsewhere in the world. Compared 
to the stunning collection of software available on the NES, the 
result was something of a foregone conclusion. Despite Tonke taking 
‘over the cistibution duties, the Master System continued to perform 
poorly and was al but ignored by American gamers. 

‘A rather pointless Japanese release of the Master System 
hardware folowed in 1987, with the console being veated with the 
same level of disdain as its predecossor ~ unsurprising when you 
consider that it was effectivaly the same machine that had been 
released to ganeral apathy in 1985. It was eventualy discontinued in 
Japan two years later. Any other company would have capitulated 
in the face of such a dismal performance, but Sega wasn't about 
to give up without a fight. Carefully scanning the glabe for possible 
‘conquest, the stubby finger of fale fell on Europe ~ the one region 
where Nintendo's influence had yet to be felt. Nintendo had released 
the NES in Europe towards the end of 1986, but poor promotion 
coupled with a lofty price point moant that the market penetration 
enjoyed by the machine was decidedly unimpressive. Sega saw the 
‘opportunity and pounced, 

‘Ably distrbuted by UK company Mastertronic - previously 
famaus for releasing budget games for the &-bit home micros — the 
European variant of the Master System was unleashed in time for 
Christmas 1987. Spurred on by adverts that promoted the console 
a ‘an atcade in the home, and supported by a range of ker coin-op 
classics such 2s Hang On, OutRun, After Burner and Space Harter, 
the Master System quickiy mopped up the market share that 
Nintendo had been too slovenly to socuro, Gamors weaned on the 
Spectrum and C64 suddenly saw the attraction of owning a home 
‘console ~ rather than playing bumbling, hatf-arsed conversions of 
thet favourite arcade hits by Westem companies only concemed 
with cashing in on popular titles, fans could induige in highly accurate 


SG-1000 Mark Ill Master System (Mk I) 
Only released in Japan, this was The ‘classic’ machine. The 

the precursor to the Mastar attractive casing featuras a slot 
System and is almost technically for card-style games and also 
identical, although the FM sound. alows you to use the 3D Glasses, 
chip in the Master System was Although it's possibly the most 
‘an ontional extra with the Mark wel-known design in fan circles, 
IN, Because it faced off against it's actually harder to track one of 
Nintendo's Famicom in Japan, these down in the wid than you'd 
it didn't sell particulary well and imagine; becauso of this, second: 
was swiftly dropped when the hand prices are on the rise 

Moga Drive hit the market. 


Game Gear 
Released to compere with the 
Game Boy, it was essentially @ 
portable Master System. Many 
of the games were ports of 
home titles and the machine 
was evan able to play Master 
‘System carts thanks to the 
‘Master Gear’ converter. The 
Game Gear was battory hungry 
and suffered from a blurry screen 
resulting ints downfall 


Master System 
Arevision tht alowed Saga to 
manufacture the machine more 
cheanly, the Master System I 
lacks the card slot that the 
original machine had. The 
Gasign int fantastic but it's @ 
lot smaller than its predecessor 
Tis probaby the most 
common varant of tho console 
inthe West and canbe found 
wth ase at carboct soos 


MASTER SYSTEM 


COMMUNITY — SEGA WEBSITES TO WATCH 


Sega8bit 
‘wwvwsmstributes. co.uk 

One ofthe best Master System 
websites, hee youl ind heaps 
of contntincudng revaws, 
forums, his on where to 
purchase a system and even 
regular compatitons. A clean, 
neat and easy-o-navigate design 
rounds things off nicely. Highly 
recommended if you find yourself 
biten by the Master System bug. 


‘Sega Master 
System Museum 
alexkidd.com 
Athough its not upd 
partcubty often, thsi an 
txcolent sto for information 

and features a design that 
comelements that of the orignal 
Mle console.’ also packed 
wath loads of rewews and 
reovesents a handy one-sto0 
resource fr fans ofthe machine 


www-smspowerorg 
‘The home of a group of Mi 


‘valuable work in regards to 


‘SMS Power! 


The Sega Master 


System Junkyard 
segams blogspot.com 

‘biog that takes a rather witior 
look at Sega's cassie console 
than the othorsitos hore Within 
{he Vnkyar you' find inks toa 
vary of amusing contort, and 
nie the vast marty of Master 
System fan stes out there, 

‘his looks toe gating regular 
updates — which ice 


System fans dedicated to 
preserving and documenting the 
history of their beloved sysiom, 
The site has been around since 
1997 and contnues to perform 


keeping the memory of the 


console alive, Check out the 
excellent scan archive! 
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ports produced by Sega itseit. "The Master System raised the 
bar in terms of arcade-style home gaming,” explains Neil West, 
former editor of Sega Power magazine. "The hardware was 2 leap 
forward ‘rom the home computer systems we'd all been used to.” 
It was with the Master System that many UK gamers experienced 
instantaneous loading ~ an astonishing revelation after years of 
‘wating for tapes to load on the home computers. 

‘Such was the succass af the machine that Mastartronic soon 
found that the Master System was accountng for nearly its entre 
vat turnover. Such spectacular performance attracted the 
tention of Richard Branson’s Viegin, who eventually acquired the 
firm, which was renamed Virgin Mastertonic, and, therefore, the 
European distribution ights to Sega's hardware and software It 
\was a timely intervention and a shrewd business move, as the 
Mastor Syster’s successor was on the horizon and it would prove 
to be even more successful 

When the Maga Drive/Geness was roleasad, it spot the end 
for the Master System in the US and Japan, despite a remodelled 
‘alternative appearing in the shape of the Master System Il. Sega 
reacquited the US distribution rights for its products from Tonka, 
‘and sel about promoting the newlook Master System, possibly 
in the hope that the frenzied public interest in the 16-bit Genesis, 
‘would somehow trickle down to its 8-bit stablemate, Sadly, it 
‘wasn't to be, and the final game to be published in the US was 
Soni The Hedgehog in 1881. Compare this to Europe, where the 
Master System II was a big success and helped the format cing on 
1 its signficant market share. As the Mega Drive started to gather 
‘momentum, Sega Europe wisely kapt the 8-bit console ticking over 
with a drip-feed of quality titles ike Steets Of Rage I, Meres and 
Sonic 2. Suppo finally died away in the mic-Ninetes. 

‘Another market where the Master System enjoyed almost 
Unchallenged success was Braz. Traitionaly a region where 
console technology tals that of the US, Europe and Japan, the 
‘machine was released in 1989 but remained widly popular well into 
the folowing decade, marketed with impressive sill by Tee Toy. 
The company even went as far as to release a wireless variant of 
the Mastor System hardware, dubbed "The Compact’ 

When you consider this rather sketchy history, which saw 
the Master System fall catastrophicaly in two of the three key 
worldwide markets, it begs the question: is the console realy 
worthy of a reassessment? The answer is simple, Without this 
criminally undervalued machine, Sega would not have enjoyed 
the considerable success it had with the Mega Drive. The Master 
System allowed Sega to experiment with arcade conversions, 
orginal IP and even create a mascot in the form ofthe loveable 
monkey boy Alex Kidd. Without the Mastar Systam, we also 


wou have Phantasy Siar — one of Sege's most waltkrewn and 
bestoved trachises, Daveaper ke Yu Naka and Naoto Oshima 
cat thot teeth on Sega's 8b Rear, Athough cou boast 
the shoor volume of cls ites possessed by Nintendo's NES, ; 
tho Mastor stom ist worthy of prs, Thoso ganas wing to mh 
Sk wth thor machines back in ha ae Eights were treated to 
{ commandabio slacton of games, ndudng Wonderboy I: The 
Dragon's Tap, Paycho Fox, Power Sirk (ka Aste, GoNoliu, 
Prartasy Sa and ay many hers 

The fect tat Sega was a0 Jomurtin the coin op are 
mean thatthe machine played hos o some commendable pots, 
2s Nal West reveals: “The console came etme when Sege 
enjoyed huge nue an power nthe colvap wot, wich 
meant alto ges wer avaible fo corwerson” Atrough it 
could bo argued that ho prose of an aeado tho home’ wast 
fled unl the avert ofthe Mega Dive, the Master System 
nvertolss crated a sod foundation obuldon and gave gamers 
fn sight othe ascnaing woof Soga. This was a company 
that nthe subsequent years woud scale the hoghs ofthe wert 
vidbogire indus, ory to fl tom grace Inspector fashion 
divest as apy. that espect the Master Sytem serves a8 8 
remarkable sta pce with his muchmaigned eonsce, Sega 
tentattelytestod he waters hat would matay funder 


“ANY OTHER COMPANY WOULD HAVE 
CAPITULATED IN THE FACE OF SUCH 
A DISMAL PERFORMANCE” 


“Super 
nis 


Segui Cant 


Carre wn eard far iar 
‘say beng sl ata buder ace AS 

aes ca bigger crore 

‘ea everualy repped ve isc 
enor 


AEREIO J 


‘Towntd te ofits ete Master System paydesta sae ais eruesons—sme fa mae success an thar 


MASTER SYSTEM 


PERFEC] [ay 
TENGAMES Woes 


It was home to the ugliest game cartridges, was cased in the most god-awful 
package design that you could imagine, but boasted some cracking games 
nonetheless, Join us as we look back at ten Master System games that you can't 
possibly be without 


PSYCHO FOX ALEX KIDD IN OPERATION WOLF CALIFORNIAGAMES —_R-TYPE 


Hetil MIRACLE WORLD» aetsseo ino Seana rsa 
ees Seen PCS eT Le 
Tomesserweoe tsar ties Fmwsuienvasrae ——Soymesupeelome Save sence 
Ol teem ibis) Tehownecedwihthe (]/ Thettiteomolee vere (9 Thferea seong mis 
alotoe terme bt ver tsi Beceacree aera 
Twas one othe fewaser which dvton esta ths” fantarcaprting iy nthe _sde-scang asta stone 
Byer es tarboesme Mcnicemas:  Memropentamaaes destcercmmuraas 
Sronrmeue wit tresyoem.  Neheaw-inged saluted PON cesta wortoeamcconanyaytem,__gome- fort hese 
Redany game abut sox anal the de? Ea erg oh -oae nL es atom oe en ee 
battling a god has to make it napr wolves, or create a game about ‘enough to play any af the machine's the Master System port offers 


together. Living insite tho Masior 


ontosomeindftst Aopseriy fosethar Lungs te Maser ania gantanngona ‘Gea seas! spre (aes an rch atl podcton 
te pou othe anes Sygemi ns gave wou Crconutanyo ng solaes Ft Gt Soca, Gt cht gars sure 
nite Mage Fin Fao —«aladaslbegeattfeabe a sca seemooiiod pasion thew Gren) gers ard ts ya of 
venue when or bocere’ _-YSeeuare ert Csas, Nts Tata desdes tol yt iraw eacy hore were. uletsonting rams Apes 
‘noun es Donpasactintwe _ NGHTB vasdhenaveywtva aviator epton-the cost camer Anddentowenget___‘eeminguith memories 
Mies Pye Fox awonceruy ‘usted by dad Sneson wevneion Winthe—esttadon Baste! Nove. tur arqasy oe restive the 
wsristor somes” ROcOsunssenl. | Mtr Sema chiny Ugkt_ wove you may welremiet__ ensure ges fat 
tute sbuqgrte mast Soasing exKelt Phaser coracing you srestng Tetarmitngaheyanta ae Sos Debates When hose 


‘must averse imaginative words 
D compete n the Paper, Scissors 
and Stone Werdl Cup He's up 


Mario-style warping ard the 
funniest stack in any videogame 


anda second pad provding the ator the release ights faded and you encounterec 
‘ager for your grenade atacks, Calfomia Games, Wie paying ‘ath’ allen glare in she form ofan 


ever apuncn haticoksaitie -«ang.Sone Word Cup eS 4h iging the game wn sting on a trough the game's sx events hada givleoking gat stim, you knew 
xe Payoh Fonisconivaly aa ems ted umble cryer=trusrepltng the tendency o make you fel ke ore hose Byco boys werent he noe 
geting eramoved and eosing __lonaaalate ergo womase——_sensotonof the aad cab'stecal _of those annoyng kids ‘tom Saved of evlirerglact federaton 
things out wih someting het Homselmslenk te aniene of al made fora rely geathome By The Bens wn gooty way stroll over an hand you the keys 
resembles ahty slower meer ne oes conversion ofthsworfee ess, _itefferedarice sce of suvkised ther cere A utter fantastic 
chewing on an acl, Weilet you Quite possble he Master System's. sporing acon, aritooked Conversion tat even beats ts very 


‘ive ther an edge nthe 


gus ln the banks, finest arcade conversion, ‘orvastc to boot ‘wn secret eve 
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BAKU BAKU 
ANIMAL 


2» RELEASED: 1798 
» PUBLISHED BY SEGA 
CREATED BY N HOUSE 
> BY THE SAME DEVELOPER 
SPALEHARRER 
Yes, i's another tried and 
tested take on Tetris, but 
‘Sega's excellent Baku Baku 
Animal was a puzzle game 
‘that finally gave those faceless 
regimented sprites a touch of 
character. [he fling ties were 
made up of eer types of food or 
‘ane faces, ae the am was to 
simply burch te faling groceries 
‘ogether and get the corresponding 
armas te consume them. So the 
‘dogs were srouned with the bones, 
‘he monkeys witn the bananas, the 
rabbits wth the carots and the 
pandas withthe... well we're sue 
you get the idea. t's an mcrediy 
enjoyable ite puzle gare tat 
is abo extremely adtve. It 
certanly cocks aleg and whizzes 
‘ver tne Mega Dive yawr-fest that 
is Columns, Arguably the Master 
‘System's best auzaler, 


WONDER BOY Ill: 
THE DRAGON'S 
TRAP 
>» RELEASED, 1? 
» PUBLISHED BY, SEGA 
>» CREATED BY: N HOUSE 
» BY THE SAME DEVELOPER, 
SHENAE 
Regarded as the best in a 
long and highly convoluted 
‘myriad of multittied games, 
Wonder Boy il: The Dragon's 
‘Tap was another adltion to 


Is the most finely tunedin terms of 
gameplay ana despite length t 
somenow mantains a great pace 
*hroughout Within is frst few 
minutes you emer a caste, bind 
some cylops, uncover a strange 
ciungeon and bate a cnobot 

‘that tans you into 2 dragon with 
Its cyeg breath. ter thatyoure 
‘toned imo a varety of ferent 
animals, which gradually alow you 
‘wexplre the huge game world A 
great adventure that every Master 
System fan needs to own, 


mag 


PRINCE OF PERSIA 


» RELEASED: 149 
» PUBLISHED BY: GRODERAUND 
> CREATED BY:IN HOUSE 
» BY THE SAME DEVELOPER, 

WHERE INTHE WORE DIS 

CARVENSENDEGO? 

You have 60 minutes to 
find a way through this 

sian rat-maze to try to stop 
the evil Grand Vizier Jaa from 
marrying your gifriendl and 
fooling around with her on a 
slant, rotating heart-shaped bed. 
This wil be no easy feat, however, 
fs the oats precarious and she 
pitfals ae plenty. But wth a gore 
s0 fut and colour, seeing your 
Arabien protagonist crop a thousanc 
‘eet and hi the ground Ike a sack 
‘of potatoes was one of the most 
‘harmingookng deaths on the 
Master System, This conversion ~ 
Ike athe rest—looks great The 
‘only bad pont tobe found is that 
the Master System's doughy D-pad 
isnt realy a fan of eecison i's stil 
‘cracking platiore, though, ands. 
exgutoly one of the greatest on the. 
sysiem, If only wasn't so hard, 


SONIC THE 
HEDGEHOG 


» RELEASED: 1771 
>» PUBLISHED BY SEGA 


PERFECT 10: MASTER SYSTEM 


PHANTASY STAR, 
‘RELEASED: 18 

» PUBLISHED BY S=GA 

» CREATED BY: HOUSE 


+ CREATED BY IN HOUSE 
> BY THE SAME DEVELOPER: 
ouTrN 

Up, down, left right, A, 

B,C, Start, sadly proved 
impossible to perform on the 
“Master System's cumbers 
control pad, but the most 
‘wellknown level-select cheat 
‘ever wasn't the only thing that 
‘was altered for the Master 
System port. Due tothe grarhcs! 
8-5 chasm that presented ise, 
Sone's frst and second, for that 
‘matter —outng onthe system 
was a complete vethaul of ts 
16-51 sling, However, the Master 
System version was al the beter 
for itand proved o be a stunning 
Blatter init ov nat also 
‘meant that those who owned aot 
«2 Master System and a Mega Orie 
‘woul be ated to two sigtty 
ditferng classic Sonic acvertures 
Now surely that can only ever bo 
0n asa very good thing? 


» BYTHE SAME DEVELOPER: 
TAR 

‘Sega's freshman RPG epic 

would smite its frst winged 
eyeball on the Master System. 
There's a trng amount of features, 
sitetegy end powering-up in the 
(game, and the 3D tumel effets 
Were dazaing. Phantasy Star vias a 
‘more than worthy sparing parte 
10 Miyarato's prevalont Zed anc 
Square Enix’ Fal Fartasy sens, 
rainy because chose a seting 
that was instantly at ds wth the 
generic fantasy works of Zed 
and Final Fantasy sa beautuly 
constructed game, boasting & 
fantastical epic planet-hopaing 
Storyine polarised around ane 
art's auest to seek revenge for 
‘he untimely death of her nosey 
‘rather. However, uke Sega's 
soshomore retribution epi, the 
‘orginal Phantasy Star dowsnt pick 
Ups footbal and csapnea: home 
inthe 88th irate 
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US, and the collateral damage caused by the 
commercial collapse of t 


Sega's Mega Drive - better | = 
known as Genesis in the US — Lloret olape of the Meg he 
is one of history's most special important contbutions te the videogames industry, helping 
games machines. Stuart Hunt : ; 

celebrates the most popular Sega 
console ever made and talks to 
the people who made it burn so 
brightly for so long 


MEGA DRIVE 


nah gnes-ue_einionwnd he Not Dew 
Trip Hawkins erin esa 

It tie ep 

ae vetheA Moye bd gemede 


‘hemareertraning characters we -youfealbesttaak advantage ofthe 
have hath apport ado ousness machine and why? 

instrumental inthe Mega Drives withnourlves. “THs ard to argue wit Masten 
Western success, FeotbalPoadaus, or Rad Rash | as 
Trews mo ueston about it, considering Whatwere those litle yellow tabs loved Pi To Gok 
that nad about 0 percereof tre foren EAcarts? 

ie Cusness forthe Moga ive twas ustfr abtof cola ard ual Whats the bestnon-Electonie Arts 
and epandoa te markt wi rirst andi probabiy cpl i caridge Mega Drive game you've 


Sports, Poplos and Roa Rash fromcracking open Is aang tal you My persorlfaxeurte woul probaby be 
reer something $5091 agar. and 930 ealy tke Team & 

‘Whatwas your relationship En The most sueesfl non Ef gare 

ith Sega ike? ‘Many EA games were farbetter on ouliofcous be Sanit bt that sot 

is ay, hore sa high dogo the Mega Drive than they were onthe ry foun cere 

ual pect and ass in ‘SNES. Why was this? 

felatonstips with Dad Rosen te ‘HS prety eral aly younly ‘Why do youthink the machine 

founder of Sega Nakayama who artes todo apimtox ogame remains to popula with gamers? 

tcquredandroderisedSegoin the abtauiullandsape fr Marc that___-Pugand slay, two players headtrhead, 


digtl ra and Ter Kalnsee who was scrolled slaty, the SNES was eat ut grapis that re good ereuh, your 
Fresdetof Segal Amercadunng is forcamentoal games with ccnvenional avout spars, What’ rat ket 


In Seg’ detripaton na mascea he Mega ve, ths ue 
‘nas nesg TonlamandEa ne tna ai sir he 


‘though, the Mastar Sysiom turned Sega's fous away fram the 
arcade and home-computer markets and set i imly on the road to 
console development. 

When Sege launched the Mega Drive in Jenan on 28 October 
company faced stiff competition from a firmly established 
do, sl riding high from the popularly of the Famicom, and 
the new, sleok-laoking &-bit powerhouse called the PC Engine —a 
joint harclware venture by Japanese oloctronies companies Hudson 

S tronics Company (NEC} that was allowing 
some of the most popular arcade games, cluding several Sega 
licences, to be played in the home. 

‘At the time, the main ambiton of Hayao Nakayame, then head 
of Sega, was to create an arcade system for the home, simular to 
how NEC had positioned the PC Engine, Despite the obvious direct 
competition that would present, it was @ decision that made sens 
for two reasons, First, Sega's amusement division was producing 
some of the most popular arcade games of the day, and, second, 
the intaral specs of the Mega Drive were based on a revision of 
Sega's System 16 arcade board. With the machine's development pylon irerh ine nemnearered 
‘overseen ty Saga technician Hideki Sato, the Mega Drive's arcada ‘eee retat Cares al we enone 


ROAD RASH 

Suretine th caging together tno gare geres 
can nao le han desrase ees, youn dup 
wth agane ofa haves wth eter felng sang 
snaugh Not so with oad Rasy a gone that mined he 
brutal dustups of Sets OF Rape wi ke exaratig 
ng of Super Hang On wits astrsting ap 
Sparing a series of tree sans fr he Meza Die, 
Faas Ras proved a popular acng senes on Soa’ 


JOHN MADDEN FOOTBALL 
To ay John Maden 

tho Mega Dre's Westen din 
Hedgenng ro nderstatement 
feotal te most sopalr hg inte US sce the 
hamburger is ar’ sucess was secre. Rushod 

through dole tthe behest of Sea, who wae 
cesperte tn have aMega De fetal game ons 
marie, EA coment Soa ortnes by erg te 


DESERT STRIKE 
Doser Ste casted a itt a ti folwg is eease 
aftr somo lopy embers ofthe pessoa E'S 
gare or atenpting capa on atocites of te 
{Gut War—we of cus. sie wih EA andbeieve 

ha war gars na and aways Wit have the rl 
plo in vdeogaes, contenperary or atharise Desert 
‘Ske was an amet ae onthe classe POW reseue 
‘lass Chplter anc li spur Al lus, 


FIFA INTERNATIONAL SOCCER 
The ast eager antiated 1: otal gare of 
lar, FA Soret had sear eet ens Eugen 
Mega Dove anes as Jon Maden Fatal aon 
cur American cousins Whi its omer perspective 
meant FA was he stitial of 
footballs fh dy tho gare id boast sina 
wonderful detalles okig payer ad stad 
immersive sous, and wrasped ering up 


mache and hugely successful ranch for EA. Mega Drive find ts way im ills of US homes 


ie at 


rive laments aston and state rill, ofa package 


oe afte ststecing gare ver pperonshe 


beginnings meant it would produce wonderfuly accurate arcade 
pports and also prove an easy platform for third-party developers to 
‘work with. Also, it seemed Sega was looking to the Mega Drive as. 
a costetfective path to generate sequels to its arcade hits and to 
create franchises, When Sega released the Mega Drive in Japan, 
it was launched with three such — albeit not great - games, all of 
\which sunported this thinking: Space Heer || and Super Thunder 
Blade, with The Revenge Of Shinobi folowing a few months later 

Despite its promising-souncing software ineup and techrical 
credentials, sales of the Mega Drive proved slow in Japan, and the 
‘machine's inablity to break the country oroved the source of much 
frustration for Nakayama and his team. I's possible that the Mega 
Drive's battle to stike a chord with Japanese gamers could be 
largely down to the very same reason it would later prove such a fit 
n North America 

NEC released the PC Engine in Japan on 30 October 1987, 
almost a year earier, to the day, than Sega would rollout the 
Maga Drive, This 12:menth head start on the maret, coupled 
with the fact that NEC was reportedly pumping almost $4 bllon 
nto RAD and that Japanese gamers were sad to be thirsting for a 
16-bt machine, gave NEC the perfect opportunity to capitalse on 
demand, By the time Sega was finally ready to launch the Mega 
Drive across Japan, the PC Engine had overtaken the Famicom to 
he bestselling console in the country. NEC had captured 
almost a third of the market, Perhaps it was this realisation that saw 
‘Soga hurry the Maga Driva's US release a yoar later, the same time 
NEC was planning to make its assault in America armed with are 
skinned vorsion of the PC Engine 

‘And so began a ferocious battle between marketing men and 
‘women, as both Sega and NEC fought to beleaguer Nintendo's 
hold over the North American videogames market. It was a battle 
that Sega would win thanks to a par of aces up its sleeve. First, the 
Maga Drive — rebranded the Genesis in the US — was suppo 
bya selection of launch tiles — Altered Beast and The Revenge 
(Of Shinobi ~ that found an instant appeal among young Waster 
‘gamers, which is unsurprising; you need only look at the curious 
Wester appaarance of Joe Musashi in Shinobi or breathe in the 
‘Americana crioping ftom the exhaust of OutRun’s red Ferrari to see 
2 great proficency in melding 
n cultural influences into its early arcade games. 
The other advantage Sega had was that it also had one hell of @ 
marketing arm to dive the Mega Drive in the US —a team that was 
astonishingly apt at capturing the tastes and moods of the market 

‘Sega of America began as a distribution company, with hardware, 
‘software, and key decisions, such as the unpopular need for regional 
lockout in the Genesis, being made in Tokyo and fitered across to 
its Redwood City officas in California, Thanks to Nintendo's haretical 
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‘approach to business, and the svingent feensing agreements it 
imposed on software developers, the Japanese giant quickly bult 
up a it of bullish reputation in tho West. This would prove benoficia 
to Sega. Under the guidance of Michael Katz, the then-president of 
Sega's US arm, the popularity of the Genesis gained momentum, 
‘uickly as developors started secing Soga’s naw machina as a 
viable and potentally profitable platform. Scot Bayliss, who joined 
Sega of America as @ technical director in 1992, exolans 

"A the time, Nintendo was notorious for having this insufferably 
arrogant attitude towards third-party publishers, To be fair, | question 
how much of that was by intent, bul the perception of software 
makers here in North America and in Europe was that Nintendo 
vas heavy handed, capricious and unfair in its treatment of the 
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West. That single factor probably drove the creation of more good 
‘software on Sega's hardware than anything else. To thid parties, 
\we were the good partner and some of the most important 

tites in the West came to us first, exclusively or just better as 3 
resul. Later, Sony positioned themselves against both Sega and 
Nintendo as the first party who would step up to helping thitc-party 
publishers. They essentially repicated Sega's strategy of being the 
‘rendly face to developers ~ only they did it better. And the results 
‘spoke for themselves, 

I's @ wel-known fact that Electron Arts, through its popular 
range of sports tites, would prove instrumental in helping the Moga 
Drive secure an early success in the US. Alter it was discovered that 
EA had reverse engineered the Genesis hardware, a cocksure EA 
threatened to release unlicensed software on the platform unless 
2 favourable licensing agreement could be met, Sega, possibly 
fearing the bad pubiity this could throw up, baulked at the threat 
and Electronic Arts got ts wish. The first wave of EA titles began 
appearing on the machine at a rapid rate, which was of course great 
news for a new console with a rolatwely small amount of software 
Con its shelf. The sweet irony, of course is thatthe speed at which 
EA was able to turn out its ties for the Maga Drive could anty bo 
attributed to Trip Hawkins reverse-engineering the Genesis in the 
first place. But, as Bayiss explains, EA wasn't the only company 
who worked out how to circumwent Sega's security measures and 
tried to use it to their benefit 

“There were quite a few thir partis that figured out how to 
bypass the Mega Drive's security checks,” he says, "Probably most 
notorious among these rogue publishers was Accolade, And, of 
‘course, Sega sued. And there was much wailing and gnashing of 
teeth. But the realty s that opening up the platform lice that, while 
i certainly cut into Sega's direct teansing revenue, it may well have 
helped them hit ertical mass far more quickly" 

‘So what was the attraction of the Genesss from a development 
standpoint? And what was it that Trip Hawkins saw in the Mega 
Drive that persuaded him to bet so heavily on the hardware? We 
contacted the Electronic Arts founder to find out 
“The 8-bit systems weren't powerful enough and the 16-bit 
‘computers cost too much,” says Hawkins. "The Moga Drive was 
the fist affordable consumer product with an MC6B000 processor 
| was involved in one of the frst commercial uses of that processor 
‘at Apole back in 1979 and after | founded EA we began working 
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Saga in thor sloop. 
ln 1990, Tom Kalinske famously took aver the presidential reins 
cof Sega of America and buik bnliantly on the promising foundatons 
* be rosiar 
for Sega going into the Nineties, in the Land of the Rising Sun things 
couldn’ have been more different. A dormant leviathan was about 
to reawaken as Nintendo sloventy entered the 16-bit fray. Backed 
by tw leading Japanese developers, Square and Konami, and with 
‘a machine tha, it was said, would biow the competion out of the 
‘water, many fet the Moga Drive's days were soon to be numbered 
Expectant, the Mega Drive was hit had in Japan by the 
Famicom's popularty, but thanéully for Sega, when the time came 
{or Nintendo to release its machine in North America a year ster, 
Sega had gained a considerable lead in the market, and by 1991 the 
Drive in America was sealed. 
Starting out ie with the name ‘Mr Needle Mouse’ @ blue 
jgchog, in keeping with Sega's corporate colour, beled the 
most dazding and slickest platform games ever created, capturing 
the hearts and minds of an entire generation of gamers. Sonic, as 
\wo would come to know him, would become a global superstar 
and a vital pawn for Sega in the ensuing console war. Despite 
intial reservations by Saga's American execs ~ apparantly many 
of them didn't even know what a hedgehog was ~the impact 
that Sonic the Hedgehog would have on the fortunes of the 
lented. Not only dd Sonic give a face 
to Sega in the same wey that Mario had given one to Nintendo, 
bt the Blue Blur also stived imaginations and creativity among 
developers, and caused many to sit up and take notice of 
the Moga Drive was capable of, Shiny Entertainm 
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the Day-Gio delights of the Green Hill Zone, a moment he would 
never forget. 

“When | Saw Sonic... | realy did't know how the heck Yuji Naka 
‘managed to gel so much out of the hardware,” says Perry, “Who is 
this guy? It was as fantastic as it was areal kickin the pants, From 
that point on, we started to think alot biggor” 

‘The success of Sonic The Hadgchog, couplad with the popuiarty 
of EA's highly successful sports series and throwing millons of 
dolias at high-profile endorsements, was enough to see Sega 
become the 16-bit visor, and by 1992 the company had grown 
its market share from eight per cent to an astonishing 5 per cent. 
Ithad finaly toppled Nintendo, taken control ofthe market and 
achioved its lofty goal, It was a truly momentous time 

“In revospect it seemed alte surprising to the folks n the 
tranches," admits Bayliss, "One day | saw this emall from Tom 
Kalinske announcing a celebration and | was lke, “Huh? We won? 
When did that happen?’ We were so heads down, fighting the 
fight, we Kteraly didn’t notice." 

‘And how did Saga celebrate the auspicous occasion? 
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“We had some fun times,” recalls Perry, “Like Terminator was 
probably one of the first phatoreal games, meaning t's actualy 

us ~ the developers ~ photographed, scanned and used in the 
animations. And Global Glaciators was probably one of the first 
Maga Drive games with ‘rea’ sampled musical struments. It took 
alot of memory and mast developers wouldn't gve the audio guy 
that much space. But it was Tommy Talarco and he was keen to 
[push the limits, so gave him the space and he just went crazy | 
think he got an award for that” 

The early Nineties marked such a great time to be a gamer. It 
was a period where everything felt bold, new and exciing, The 
great 16-bit console war between Nintendo and Sega had brough 
‘gamers together and pushed videogames further into the public 
‘ye. From Sonic 2 to Super Matio World, Strect Fighter Ilo Sega's 
‘gote-ticking port of Mortal Kombat, with every new high-proile 
release the continual tipping of the scales was almost tangible. It 
was a fertie and memorable time, with everybody from gamers to 
journalists to developers staunchly picking a side to see how the 
battle would play out 

Generally you were on one side of the fence or the other, 
remembers Perry. “The machines were sirvlar, but with enough 
ifferonces to divide programmers into two camps, | was one of 
the early developers on the Mega Drive, | got the original badly 
translated manuals from Japan and quickly fain love with the 
hardware, This was one ofthe last series of machines where you 
\were responsible for everything going on inside the machine. We 
programmed 100 per cent assembly language and pushed it its 

iit. That was fun!" 

‘And apart from the obvious early licensing deal that was struck 
between Sega and EA, what else crew Trip Hawkins to side wit 
‘Sega and the Mega Drive?’ 


MERCS: 
Te sequel to Casco run-in clase Commando 
asa ceunousconeson. With mutipayeranroyiay 
usted, Sega decided o gor he gare au tre 
singleplayer erence and sop the potertal set 
rats nudg wo vss oft game. The sts 
2 svaghtorward ort ofthe arcade gare, hie he 
Altre brillant ginal mode hac he play firg 
through seven new stapes and feng Mer, wich 
thor became ayl, Good ano, Soa! 


% 


mater Wolds found two nares 


The Mega Div is 


GUNSTAR HEROES 
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Sido Teas, thon istry 


“thing everyone knows by now that we had a beter deal 
\with Sega, but EA put plenty of games on the SNES," he says, 
“The roaity is that Soga got to markot much eatier and they had 
‘better machine, Niniendo last time because thay were wying to 
make the SNES backwards compatise. This resulted in the poor 

hoice of the 65010 processor that could run the 6502 instruction 
set. But they never gat it to work. What you ended up with was a 
slower machine with baggage thet it was lugging around that hed 
ro purpose, The SNES cid have more colours butit animated too 
slowly, 50 who cared aboul the extra colours? 

‘Seling an astonishing 20 milion units, the Mega Drive was 

the most important console Soga released ints 20 plus years 
in the videogame hardware market. It marks @ period of dizzying 
‘and magnificant heights that the company would never que 
reach again. But whie the Megs Drive can be attributed to Sega's, 
successes, it can also be entwined in the company’s protracted 
‘departure from the hardware market. When Sega looked to extend 
the lfe of the Mega Drive with two Fe-support add-ons the 
Mega-CD and 32X - it would prove a damaging and costly misstep 
for the company. While the add-ons brought with them some 
fantastic and ambitous tives, such as the astonishing delights of 
Sonie CD, Sylpheed, Jurassic Park, Star Wars Arcade and Virtua 
Racing Deluxe, the quantity of must-have games just wasn't there 

‘and in the case of the 32X, almast nonaxsstent. Many of the 
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‘games that appeared on the Mega-CD 
‘were spruced up carryovers from the 
‘Moga Drive as developers hurried to get 
‘games to the platform quickly, and the 
public was quek to realise. This would have 
a seriously damaging effect on Sega's strong 
corporate image and also lead to a loss of 
confidence among the loyal customer base the 
Mega Drive had bult up for Sega, 
‘Companies fee ike they have to try to extend the fe 

cof a great brand with these kinds of gimmicks,” explains Hawkins 

The Moga Drive had only 128KB of RAM. Realistically, the Moga 
Drive could not pretend to be 22-bit when there was nothing 22-bit 
about it. And it could not rationally use CD storage without much 
more memory and a completely cfferent architecture. 

With the recently released Mega Drive Ultimate Collection 
proving 50 popular in earty 2008, i's clear that the Mega Drive has 
kept ts far share of fans and folowers after Sega eventualy pulled 
the plug on the console. And with a dedicated community across 
the web, and the impressive quality of homebrew efforts such 
1s Beggar Prince and Pier Solar reminding us of how accessible 
a platform the Mega Drive is to program for, it laoks {ke Sega's 
16-bit saviour will continue to remain in our minds for many more 
{generations and console wars 10 come. 
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Euro-Asia Game Boy LittleSoundDJ Workshop —_ Nintendo Life 


Original price: £69. 
Buy it now for: £15/ $25 
Associated magazines: 
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by the standards of the time, 
and although it's rumoured thet 
several of Nintendo's executives 
put pressure on Yokoi to adopt 
a more visually impressive 
colour scron, his approach was 

Ultimately vindicated when rival manufacturers released their 
ul-colour, backlit portable machines on ta the market shortly after 
Nintendo's handheld launched. Their dismal battery life defintely 
helped the Game Boy win the war. “Kids hate replacing betters, 

It requires having to ask your parents for something,” chuckles 
Dylan Cuthbert, former Argonaut Games employee and managing 
director of O-Games, "The longer a machine can run, the more 
people enjoy themselves and want to 
play more games on it” 

However, while it was easy on power 
‘consumption, the Game Boy's simple 
screen wasn't adored by everyone and 
‘even at the time there were rumblings. 
cof discontent over its blurriness. Fast 
moving objects were incredibly hard to 
see, which made some games difficult 
play, "You didn't want lots of the screen to have a lot of detal 
that was moving continuously,” explains Rare's Chris Sutheriand, 

It meant keeping the backgrounds plainer or ensuring there were 
pauses in the scrolling. Objects like bullets had to be made larger 
or with significant outlines so that players could more easily spot 
them.” This problem was aggrevated by the fact that the screen 
functioned best when viewed in direct light. To tackle this problem, 
1 wide varity of bolt-on perinherels were developed that not only 
addled light sources but also magnified t iy, The usefulness 
of such devices was questionable at best: when installed they 
rendered the Game Boy distinctly unportable. 

Mote software followed, with early hits such as Super Mario 
Land, Basebal, Castievania Il: Belmont’s Revenge and Contra 
helping to maintain interest in the console. As had been the case 
with the 8-bit NES, the Game Boy enjoyed a superlative degree of 
thirc-party support with all the big names in the industry backing 
the console with their software. Konami, Square, Capcom, lrem 
and Hudson — not to mention plenty of other publishers and 
developers all pledged their support for Nintendo, This resulted 
in an avalanche of software and made it very hard for such rivals 
as Atari and Sega to gain a foothold, despite their more technically 
powerful Lynx and Gane Gear hardware 

‘As the years rolled by, the Game Boy's popularity remained 
buoyant while opposing handhelds foll by the wayside. This 


‘eh he Gane By. you cel nase yur 
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success was no doubt assisted by quality games such as The 
Legend Of Zelda: Link's Awakening, Super Mario Land II, Donkey 
Kong Land and Metoid I: Return Of Samus. However, it was the 
Japanese release of the first Pokémon title in 1996 that catapulted 
the Game Boy into uncharted realms of commercial triumph, 
Sadly, this second wind was something of a double-edged sword 
for the monochrome marvel. It resulted in Nintendo looking into 
successors for the ageing hardware — albet without the help of 
Yokoi whe left the firm in disgrace atter the falure of the Virtual 
Boy and later met a tragic end in 2 road traffic accident ~ and the 
first baby stops were made with the Game Boy Pocket in tho 
same year that Pokémon made its Japanese debut. 

Essentially a scaled-down version of the machine that boasted 
‘a sharper screen and ren on two AAA batteries, the Game Boy 
Pocket revitalised hardware sales and represented 3 much-needed 
aesthetic update to kept the console relevant in the increasingly 
fashion-conscious PlayStation era. However, another upgrade 
‘wasn't far off and this time Nintendo enhanced the concept far 
more convincingly ~ the Game Boy Color delivered the bright. 
and attractive visuals that fans had baen clamouring for since the 
eariy-Ninetias and although the machine was based heavily on 
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‘the existing Game Boy tech {in fact it was backwards compatible 
with existing black-and-white software, it essentially spelled the 

tend for the original ‘breeze block’ version of the machine. As the 

Color variant gained popularity, over 50 milion of its monochrome 

siblings were relegated to the back of drawers end cupboards the * 
world over. 

Given the massive popularity of the Game Boy, finding 
programmers with experience in creating software for the machine 
is lke shooting ducks in a barrol. “| first encountered the Game 
Boy the first day | started working at Rare back in mid-1989, and it 
hadn't even been released then, so it was defintely a surprise,” 
recalls Sutherland. “Although the original looks a bit bulky 
nowadays, back then it seemed impressively compact.” 

However, in those early days, coding for the Game Boy 
wasn't exactly @ walk in the park, “Part of the challenge 
in developing for Game Boy was that there was limited 
documentation; it was usually some very basic 
harcware information that was translated from 
the Japanese,” continues Suthoria 
Thankfully the CPU that powered 
the portable was at least known 
to programmers. “At the Game 
Boy's heart was a castrated 280-2 
CPU | was very familar with from 
the Spectrum and Amstrad CPC,” 
explains Jon Ritman, the legendary 
‘coder behind Head Over Heels and 
the superlative Monster Max on 
Game Boy. “They had taken ou 
2 fow useful features such as 
the 16-bit instructions and they 
had also removed most of the 
registers. The memory was 
paged in and out to give you 
access to a lot of memory — 
far more than a Spectrum 
could address. However, 
it was groat that it had far 
‘mora memory than | was 
used to. 


GAME BOY 
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‘terms is tricky, but Rare's Machacek is happy to run through the 


basics, “Isboastod very simgle seroen architecture witha single «The Game Beyisn't 
character mapped screen that you could scol” he says. “A small actly he rst machine to 
bank of characters for background, a simiar-sized bank fr sores caradges Nien Staley's 
and a thir similar-sized bank shared between background and ‘icrvinon rlensed © 


Sorts, We wero aivays fighting wih tat one because itwas a create 178;has 


juggling act between optimising the background enough toffee UP The Game Boy version 


‘space to include the sprites you needed, Just to get this juggling pels yr bel 
in perspective, it each unique character available in both of ee ee are 
eee ee aoe coh eee ery “cos acre oros 
‘screen, you'd only fill a quarter of the visible screen space. With the machine Nestt 
“ist ike the NES, you realy had to use alot of repeated The nkable alows 
characters to fil the background. I you were doinga _sune"bur hae Save 
Jong Scrolling level with lots of unique scenery then poet bod ‘example, Polen 
massive amounts of dowloading to the banks Sansibe 
had o tak lace Over 450 millon Come 
Many programmers found that working on Bev cuines have bean wold 
the Game Boy was preferable to coding —«Swmnas ean. 
2e ‘or other popular platforms, including its Are'rreBeusnon for bene 
Gomastis brother the NES, “Ileamed __sovscmamed a yoger 
‘oogram ons 6502 processor) Suerte 
Syeer pid swiisingteZa0 | eoreeline eects 
2 ‘ones before joining Rare in salestnd tin anee. 


Nintendo developed an 


1988,” remembers Machacek, 
“Working initaly on the Boy, which featured a mint 
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Boy seemed a step up Breve rohly 38 hours oF 


from other systems I had oo 
used—the Amstrad CPC pavpharsarclactedtor = 
464 had no sprites and {he systom wos the Game 

ha ZX Soacit which Boy Camera, which allowed! 


Love to bits, had attribute Bice aote and 
\) protloms, Aside from the lack Shenprint rem out sing 
a cf colour it was a very simiar — yracame Sov Prmter 
specie at format to the NES that we were overs include Rob 
fee mary already working with.” Wisma, Vans es, Wi 
there Gate oy Peeicsevel: Smitty Bruce Wile snr, 


ow he mane In fact, the machine's four-shade Frubneshsed 
eg ‘greyscale soreen was seen as a bonus by some A four player adapter 
programmers. "I had been making games for the ‘was also released which 
‘Spectrum that were using the soreen as just two colours, so eereriaind eased 
monochrome didn't phase me at all" comments Ritman, "Four Linking several ofthese 
shades was heaven for me; it was two more than |had been using vp sllewed 16 player 


skirmishes in Faceball 2000, 
(on the Spectrum.” Gver time, various tricks were developed in 


order to work around the display’s shortcomings. “We were very 
clear that sprites neaded to stand out clearly fram backgrounds, 
and the backgrounds would blur a bi when you scrolled quickly 
due to the lag on the display," says Machacek. "Efforts were made 
to give important sorites lke the player character strong outines to 
hela delineate them from the rest, though,” 

On the audio side of things, the Game Boy offered an additional 
challenge for coders, “The sound chip was interesting,” comments. 
Cuthbert. “It had a ‘user wave table’ of something daft like 20 
entries, each of which was 4-bit, sof you could refresh it quick 
enough it could play samplad sounds, albeit very lo-es. it also had 


a more regular FM chp and a noise generator 
piaiTAL camema Getting the most out ofthis humble setup was, by no means, ia 


an easy task. In fac, it proved to be quite the contrary. “The 
engineers at Rare dabbled with the basic sound effects that our 
GAME BOY. ‘own wave-based audio system could supply,” recalls Machacek. 

"Most of the engineers at Rare didn’t understand it that wel, 
‘think Mark Betteridge was the only one of us who really knew 
how to get the sound he wanted. Later we did incorporate some 
sound sampling into some titlas and were able to play back low: 
‘Th canara bon rain yuta tae pany marca pts quality sampled audio for specific purposes.” 
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‘When coding for the Game Boy, many developers found that 
its similarity with the NES was immensely beneficial. “It was 
obviously a litte less powerful, but many ticks we used on the 
INES translated well” recalls Machacek. "Having pseudo scroling 
‘Screens by using a repeating character pattern in places and 
downloading a repeating ‘texture’ to them, which appeared to 
scroll was often seen. We always crammed in lots of carefully 
timed paraliax-scroling effects as well. Access to the video RAM 
\was limited, and the space for charactors and sprites was small 
0 you constantly had to download artwork to the video RAM, but 
could only do a litte bt per frame. Trying to super-optimise your 
download code so that it wasted no time and shifted as much 
data as possible really paid off. | think, between judicious use of 
H-Blank as well as V-Blank downloading | managed to shift 
about 24 cheracters per frame, which allowed us to do the 
‘sort of animations that appeared in Donkey Kong Land 


"The Gare By a canpaon phe alt ihe. 


6 That perfect marriage of Tetris and 
the Game Boy found are audience 99 


PAUL MACHACEK, PROGRAM MANAGER, RAREDESIGN 


‘They played an integral part in the success of this near- 
legendary console by coding some of its most memorable 
tities, it sooms almost churlish to ask what made the Game 
Boy so popular, but well do it anyway. “In the Eighties there 
‘wore plenty of dedicated handheld, battery-powered gaming 
machines,” says Machacok. “You'd buy a Space Invaders 
handheld, or a Pac-Man one, ot whatever. Here we had a 
single device that you could buy lots of games for and 
carry them all around simply. It was far superior 10 
WB__ those other machines in every way and even 


in 1995.” Based on the groundbreaking CGl-endered i came with multiplayer capability 
SNES hit Donkey Kong Country, this highly enjoyable ss Traditional gamers wore now on the 


platformer is arguably the tile that pushed the original 


but engine work to get it to a point where 
it could handle anything we threw ati 

he remembers. “At that time many games 
were downloading about six to eight 
characters a frame to the video bank and 


Donkey Kong Land needed much mare than with the low price, this was enough for non-gamars 

that with all of the rendered artwork it had to drive. | do ‘0 get sucked in too.” The legacy of the Game Boy is 

know that my lead artist got fed up with waring for me considerable and some insist that Yoko's design ideals 

to finish this work. It was techy stuff that was invisible sill continue to influence Nintendo's strategy and thinking 

to him, and you have to understand that three weeks leven taday with its newer consoles. “Arguably Yokoi’s 
yo ae | y rquably 


to write an engine seemed ike an age when we had 
put out the Game Boy version of WWF Superstars 
in tes months flat - including testing ~a couple 

of years earier, But the Donkey Kong Land engine 
vas ale tosh 24 characters fame by the era and 
Sualdenly we were abo to drive alot of rendered artwork. yl 

I don't think anyone complained after that, especially 

Shen sid rion una reba 


‘move. But at the same time, that perfect 
marrage of Tetrs and the Game Bay found 
‘anew audience that wasn't necessarily 
into videogames, and probably didn't even 

realise that you could buy more games, but, 
simply bought the ‘toy that plays that funny 

litle blocks game’ that their friends had, Unlike 

home computers and consoles, the Game Boy 

‘could be taken to schools or offices. Combined 


‘what Wi Sports is to Wi." 


fmm vhiosophy has continued with the Wi," states 
i Sutherland, "The lower spec and price point 
a BL_ rresnt thas 2 larger inital potential audience, 
‘but remember the games are always what, 
actualy drive the sales ~ that's why 
peotle buy it, not because of the 
harcware. Tetris was to Game Boy 
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ws PERFECT TEN GAMES 


There's a worrying number of licensed platformers on Nintendo's handheld, but also 
a lot of genuine gems. If yout thinking of buying a machine or adding to an existing 
collection, make sure you own the following. . 


THE LEGEND OF ZELDA: 
LINK’S AWAKENING 


= RELEASED: 1993 
» PUBLISHER: NINTENDO 
» CREATED BY: IN-HOUSE 
BY THE SAME DEVELOPER: F ZERO 
(0 Attoughteatures an ending thts the Lan 
‘equivalent of finding Bobby Ewing in the shower, 
‘this charming adventure remains one of the Game Boy's 
best titles. Seton the sland of Kohol, Link's Awakening 
has the ntrepid adventurer trying o awaken the mystical 
Wind Fish, H's 8 take him through some ‘anastcaly 
‘signed dungeons, see him patting some impressive 
bosses and generally meanderng around a beautifully 
‘laled world, The lack of cern Zelda elernants~ it's nat 
setin Hyrule ard Ganon is nowhere ta be seen - may vaset 
‘some, but oul be doing yourself a grave disservice f you 
turn yourrese up at Link's frst portable acverture 


RTYPE 

» RELEASED: 191 

» PUBLISHER: REM 

» EREATED BY: 2ITS STUDIOS 
» BY THE SAME DEVELOPER: 


2 RELEASED: 707 


SUPER MARIO LAND. 


» PUBLISHER: NINTENDO 
2 CREATED BY. IN-HOUSE 
> BY THE SAME DEVELOPER: 


BILL & TED'S EXCELLENT 
GAME BOY ADVENTURE. 


» RELEASED: 191 
» PUBLISHER: LN 
‘CREATED BY: BEAM SOFTWARE 
BY THE SAME DEVELOPER: TRANSFORMERS: ARMADA 
(V2 taars pte eet nin mon 
‘than a cheap cash-in at the expense of whichever 
movie they/re based upon. Nobody passed ths, 
information on to Baar Software though, for whicn were 
ctoerally ratful Paying fko a Nineties update of Chuclso 
Egg, BATEGBA is uit frankly fantastic fun and should be 
sought out by anyone with a ove of platformers. Yes looks 
incredibly basic, but the cunning level desig, inevedy sight 
conto and averalseknoss more than make up forts 
‘graphical shortzomings. Perfect proaf that you don't have to 
be Nintendo o rely on wel-krawn videogame stars in order 
to make a genuinely excellent (sory poral pater. 


POKEMON RED/BLUE 
» RELEASED: 17% 

» PUBLISHER: NINTENDO 

» CREATED BY GAME FREAK 

» BYTHE SAME DEVELOPER: 


LASTACTION HERO DONKEY KONG MARIO WARIO 
(Oe peroneal [0 Aeneas 05 tase 

the incredibly polished boasted far more spit and were able to sample Game 
Relype DX, this remains the best polish, but in terms of fantastic Freak’sriculously absorbing RPG, 
blaster on the Game Boy. ‘gameplay, hardly anything else bboth Pokémon Red and Blue had 


astonishingly poished port, Type 
looks and sounds amazing due to ts 
accurately crawn sprtes ~right down 
to a near perfect miniaturised version 
‘of Dobieratops ~ and impressively 
autem musi, and plays lke @ 
proverbial cream. Sue t's just 

‘as annoyingly tough as its arcade 
parent, but the stunning level casion, 
‘exceptional constructed bosses and 
aclctve gameplay wil keep benging 
‘you back for more. I's one of the 
best arcade ports the Game Bay ever 
hed ~ essential for shoct‘er-un fans 


to Ma 
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fon the Game Boy comes close 
‘first handheld outing 
Bowser has been replaced by the 
sinister sounding Tatanga whi Luigi 
and Princess Peach ae nowhere to 
be seen, but don't et that put you off 
‘as Super Mato Land sas good as 
anything thal appeared on Nintendo's 
home systems thanks tits every 
‘designed! eves, perfect contols and 
polished gameplay. Maio even finds 
time to ump into a sub and plane for 
‘some fun shmup action. super 
platformer thet sold 18 mon copies 


already been available in Japan for 
‘three years, The lengthy wait was 
well worth it, however, ard whl the 
seties has since gone on ta become 

a gobal merchandising phenomenon, 
't5 important to remember that Game 
Freak’ fist two games were 2s 
captivating as they were orginal. Full 
of charm and recapturing te trading 
card craze that used to seen schoo, 
4 took a serous amount of patience 
and strategy (not to mention a few 
friends) inorder to capture al 181 of 
Game Freak’ cue orto, 


Sooo |. 


METROID II: THE 
RETURN OF SAMUS 


» RELEASED: 1992 
» PUBLISHER: NINTENDO 
» CREATED BY: INTELLIGENT SYSTEMS 
» BYTHE SAME DEVELOPER: 
ADVANCE WARS 
(06 Stress ter ene 
generally considered to be 
cone of her worst, but we'd have 
to disagree Sure me graphics tae 
ait onthe Garne Boy's tiny screen, 
and tne environments ae bland a¢ 
hel butt’ the garepiay that matters 
and The Retum Of Samus delivers 
in spades. Huge and sprawing, i 
Fewards expleaton and expands an 
‘he gameolay that mace the orignal 
Metros so enjoyable. din some 
imeressive boss fights and a more 
refined Samus who's fat easier to 
contal than her NES countorpart and 
the resutis a wonderful adventure 
‘hat just keeps on giving 


CASTLEVANIA II: 

BELMONT'S REVENGE 
RELEASED: 1771 

PUBLISHER: KONA 

» CREATED BY N-VOUSE 


TETRIS 
2» RELEASED: 1989 
» PUBLISHER: NINTENDO 
CREATED BY, 

BULLETPROOF SOFTWARE 
» BY THE SAME DEVELOPER: 

YOSHIS COOKIE 
(7 Wi iene now sing 

hailed as the saviour of 

‘gaming due to the Wii and DS 
fensnaring brand new gamers, i's 
‘easy to forget that it managed to 
ddo exactly the same thing with 
‘the Game Boy and Tetris. Everyone 
‘om your best mate to your granny 
‘was playing Alexei Pat's classic 
puzder back n 1888, no doubt helped 
by the fact that it was bundled with 
the Game Boy. Worryingly adictive 
‘and sporting that ‘one more go! factor, 
itwas a true flr app forthe machine 
and proved that you tit read flashy 
‘taphies or even colour to captivate 
‘the masses, 


KIRBY'S PINBALL LAND 
» RELEASED: 1993 
» PUBLISHER: NINTENDO 
-REATED BY: HAL LABORATORY 
» BY THE SAME DEVELOPER: 
-ADVENTURESOFLOLO 


FACEBALL 2000 
» RELEASED: 1971 
» PUBLISHER: 

BULLETPROOF SOFTWARE 
‘CREATED BY KANTHSOFTWARE FX 
» BY THE SAME DEVELOPER: TO 
(1G Wtt ce you set when you 

cross forum ematicans with 

Doom? This gor of 2 fst person 
shooter sil looks astonishing on the 
Game Bay's tiny seven, despite 
its slow pace. A port of the Atari 
ST's Midi Maze, Facetall 2000 can 
support death matches for up to 16 
payers. The solo mode is efectvely 
a take on 3D Monster Maze where 
‘yu have to guide your HAPPYFACE 
(Holographicaly Assisted Prysical 
Patter Yieded For Active 
‘Computerised Embarkation through 
70 increasingly complex mazes, but t's 
the muttlayer where Faceball 2000 
‘Muy srines, Of couse finding 15 other 
payers may bea ite tricky now, 


» BYTHE SAME DEVELOPER: MSTICAL NINJA 


O9 fiayets the got orginal then dort be 
tof byte negua Reals hha ad ade 
Sahn aed rape dbs Kors wort back 
‘Steroid mean hat Barons Rovege 
toler wary of he toch tt vy nef 
bat rls be gone nb fad be Gare. 
Aibough bv te on fle, boy nto ge 
irom bey ead andetonteget ar 
trevor ad bere staan revo hy 
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DMs came chee cose to nominating the ecaent 
Revenge Of The Gator here — also by HAL 
Laboratory - but Kirby is just the better pinball game. 
Featuring superior physics, atta of three atfrent tables 
te battle on each with ts own min-game — and some 
extremely ishookng vsuals, Kiby’s Paball Landis 2 great 
We that wil bing eu the seate-atiack fie in everyone, 
‘The lack of a muliplyer mode is a itde annoying, but this 
has been put together wit so much care and attention that 
i's impossible not to love. Worryngly addictive and ikoly to 
‘ge you extremaly sow thumbs, i's anothar essential gare 
‘that your Game Boy shoul ve without 10 
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Year released: 1989 (US)/1990 (UK) 
Original price: £189.99/$189.95 
Buy it now for: £1 


Associated magazines: No dedicated commercial magazines, but there were many 
fanzines, most were based in the US including Portable Atari Gaming System and Wik Cat 
‘Why the Lynx was great... With its great full-colour screen and addictive games, Lynx 
‘was ahead of its time. And although ithad poor baliery Fe les such as Chip’s Challenge, 
Calfornia Games and Kiax were worth charging them up for 


as 


ATARI LYNK 


A FULL-COLOUR SCREEN, 16-BIT TECHNOLOGY AND ADDICTIVE GAMES. 
EPYX THOUGHT NINTENDO WOULD JUMP AT THE CHANCE OF SNAPPING 
UP ‘THE HANDY’, ITS FLEDGLING HANDHELD CONSOLE. BUT AS DAVID 
CROOKES REVEALS, EPYX WAS IN FOR A BIT OF A SHOCK. 


rab your suit and passport.” Dave Needle 
ooks up. it’s three o'clock in the afternoon and 
standing in his office is David Morse, the CEO of 
Epyx, with an urgent look on his face. “I need you 
to join me on a flight to Japan. The plane | 
in three hours.” Needle glances at his watch 
and then dashes home. Uncertain of exactly what is happening, The Lynx 


eslour mananels corso and wns 


INSTANT EXPERT 


8 he wor frst 


he nevertheless grabs his best suit, takes his passport from his {xrall saath Saitama Garnos 
drawer and heads to San Francisco airport. FReame packaged wih a cae. 
Morse and Eoyx board member Joe Horowitz are waiting for him, 3.Co™yr cable and AC atantor 


Ustertepaced 2y sic apcly 


They board the pane, making thei way tothe uoper deck ofthe Sone aateton 
half-empty jumbo jet heading for the Land of the Rising Sun. As the Ponetperanrrsermarei sede 
Diane takes off, Morse begins to explain whats hapoening. A ovate 

resting has bean set up with Nintendo head Shigeru Miyamnan, with arses ever tewah bot 
ane simple goa seling the Handy. The handhold consol tha: Needle hadbeeneriber of he Arn 
and colleague RJ Mical have been working on needs to be sold. Epyx. Needle and Mical hed based 
doesn't have the available finances to take the product to market, and it te Lynx developer's kit around 
might just be possible that Nendo canbe persueded i buy and put he einen scree, the ine 
itoutas one ofits own products. ou pxehed apnea 


As they snack on shrimp, cheese and caviar, Needle begins to feel 
Uneasy. Something isnt quite right. 20 years on, he recalls exactly 


what he was thnkng. "Wo didn't have a planned prosonatin’, ho Leno eapesos en on 
Says. "Tiotitwasn' the sort of pitch that you made off the oft Seetectonarma 


‘would take a lot of work to present it praperiy It was Japan. | had ramed Wixey and Sury foe Both 
(ere 1c custom CMOS chips 


dealt with this sor of stu before, and if we were going tobe on thet ee custom CMOS chi 
playing field we must play by their rues." Nesdle’s mstinct was right. weekcsu 

Horowitz was convinced that they woud be able force ther way Wile Mikey ran ne sound ns 
into Nintendo's pocket. And whie Morse remained sceptical, he was Yea. Surv ened eh 


Foes wel hehio he wooseonge Tre Akela ware See 
prove a rat oe Srrreturesouarau 


‘he handheld and console ioancas of Tors rom the former Sovit Nain 
Minty of Software and Hardware, Rogers had snatched the rights lng estyaccae song 
‘rom under the nose of The Mirar hit Reber Mawel At ths sete nad oe coy of 


time Intared was gong 9 88 


moment in time, however, he was helping Epyx make its pitch. He Seed atiy 


ATARI LYNX 


erp bnot as, Ain 
feduced pee eth Lasse 
‘ihe btw 10. 


‘Aa sLyceatiopueshomd atte 
egenarer st games 


A Lynx To The TV 
When the Ata ym as beng 
‘rsted the team nondeved 
ster cr not it shoud be posse 
‘hack cup a wevion The es 
was cat see, however, because 
"es ought woud prove oo 
Imig bihe wchteetre he 
harthed needed to produce 4 TV. 
‘compat rage. 
Tangs ta pes 
ahd sa on were justo Imi. 
‘rpinied Dave Needle. So we 
decared theta werk would be 
‘done ‘er ary TV capability ata 
tose wos atts had 
To do screenshots or he press 
‘The ups Mad surprise. that 
‘Shar, our fret sieeson rte 
cD monuteturer no refusea 
help us because © fears that the 
{at rosvet cou be used as a TV 
and us rts LCD TV se, Te 
‘chine mpossbity of «TV 
version gave us the needed roe. 
Inne end, we used the Ciivos LD, 
“One idea ta als the Lata 
‘Used with a eleven wns also 
tojeted rainy due he act 
thatthe Lyn seven was not up 
‘eesccaet sandra 
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knew the president of Nintendo extremely wel, and Epyx figured 
this would be a fundamental contact in the whole business, 

What Epyx hadn't predicted, however, was the aggressive pitch 
put forward by Horowitz, “We were in the presence of Nintendo,” 
Needle recalls "Joe tried a hard sell, and as he spoke, David and 
folt our faces tum rad, It carried on for some timo, and before long 
\we were ordered out of the building, It was just too strong. Yet it 
didn't stop Joe ~ he got evan louder. Luckty, Hank intarvenad and 
put an end to the pitch. Nintendo then allowed us to remain for a 
moment so the teps could show us something.” 

‘Appar of small boxes were brought into the room. They were 
placed upon a table and opened infront of us. Needle, Morse 
‘and Horowitz glanced across at each other nervously, uncertain 
‘of what was about to be revealed. Inside each box was a set of 
handheld videogame consoles. There was a communications cable 
that enabled tham to be played together, and it was ready to go 
to market immectately. “We were the first non-Nintendo people 
to leam of the existence of the Nintendo Game Boy,” Needle 
says, recoiing even at the memory. “We were crushed. Joe was 


‘popping uo with clever stuff in those days. They were heady times 
filed with promise and productivity. Man, we jammed,” 

Before long, Eoyx had assembled a team large enough to look 
after the software, hardware, industrial design and audio facies 
of the console, Morse, who had been installed as Epyx’s CEO after 
founder Jim Connelly decided to leave, put the entire procoss 
together and led the project from the start 

Tha first prototype of the Epyx’s handheld had a black-and 
white screen. “But it didn’t have the ‘zing’ we thought it ought to 
have,” says Needie. "Many people in the group wanted us to stick 
to black and white. They said the cost, battery life, weight and 
viewabiity effects of changing to colour would hurt the product.” 
‘Yet Needle and Mical stuck to their guns and the project shifted to 
colour — 4,096 of them, the same number as the Amiga, “It was a 
continuation but we weren't creating a handheld Amiga,” says Mical 
“Tho leading odge display was the most expensive component, 
so the colour choice was one at economy." Needle adds: “Ifthe 
low-cost glass and cvers would have supported a millon colours, 
| would have done it.” It was decided that the 65C02 chip would 


“IT WAS JAPAN. I'D DEALT WITH THIS SORT OF STUFF BEFORE, 
AND IF WE WERE GOING TO BE ON THEIR PLAYING FIELD WE 


MUST PLAY BY THEIR RULES” 


infuriated. The Nintendo boss left the room and we just sat there, 
‘wondering what to do next. 

The Handy was an ambitious project. A full-colour, 16-bit 
handheld games console that was so far ahead of its time, it took 12 
Yeats before anyone bettered it. It was devised by Morse, Needle 
and Mical, working with a large, talented team at Epyx and had been 
‘drawn up on napkins in August 1986 while the trio were enjoying a 
real in a plush litle cafe inthe affluent Faster City, California, They 
‘were already heavily involved in the computer industry: Morse had 
‘boon the mastermind of the Amiga home computor, and Mical and 
Needle were members of that team and had played a large part in 
its creation. tt was time to start somathing naw. 

“We were really intrigued by the idea of creating a handheld 
cconsdle,” says Needle, "We knew it was possible and so we 
cracked on with it straight away.” As for the ‘Handy’ name: "I can't 
remember how we got the name,” says Mcal. "Everyone was 


OTHER VERSIONS. 


x Il 
Choc lr tb yor tn parr 
power and the abity to fp the sereon upside dow so that, 
lofthanders could play! was ts sze It was enormous. So when 
‘an deeded that competition from the more compact Game Boy 
meant thatthe Lyne needed a vara, one of the frst things it 
was cut it down to size, But thats not all As 
well as making the rubber hand-grinped 
Lynx smal, tho battery power was 
enhanced, it added stereo sound and 
it hag a power saving pause option 
that tured off the improved screen, 
It was also cheaper, etaling at 
£99, akhough it dsv'teame with 
any accessories ora game. "By 
removing the games carvidge, 
we have brought the prize down 
below the psychological £100 
‘ice point," Arar spokesman 
Pater Walker said at 
the ome, 


‘be used since it outperformed the rest and the Handy also became 
the first gaming console with hardware support for zooming and 
istorton of sprtes. It allowed for fast psoudo thres-cimensional 
‘games and made life easy for programmers. 

‘Many engineers knew it and would hapeily program in assembly 
for it," Mical says. "There was a large existing body of code because 
the 65C02 was in popular systems such as the Apple ll and the 
Commodore 64. Best ofall, though, it was cheap and fast. Needle 
‘explains: “| invented the technique for planar expansion/shyinking 
capability for an arcade game | had done soveral years befor It 
vas a space aln/earth attack game with a 3D rotating planet, 3D 
lant robots, ground:-tracking shadows and was pretty cool. We also 
came up with a way of avoiding filed polygons by taking a triangle 
and sizing it as you wished. I's not as great asa real polygon, but 
this way the surfaces had full texture al the time with absolutely no 
performance penalty.” 

While work progressed on the hardware, Epyx continued to 
produce videogames such as Chip's Challenge and a Handy 
department was created, At one point it was sealed off trom the 
rest of the building for securty purposes. It was decided 1 
cartridges would be used for the games. Although there had been 
reports that games ware gang ta be loaded fram tape, Mical says 
‘thare was ne truth in them, 

Yet by the time the machine was ready, Epyx had hit financial 
problems. The Commodore 64 market, which was Epyx’s core 


COMMUNITY — ATARI WEBSITES TO WATCH 


‘The Atari Times 
wwwataritimes.com 

Since 1996, this site has been 
‘an essential Ata resource and 
is packed with Lynx features, 
including roviows of both 
commercial and homebrew 
games. With reviews updated 
as and when new games artve, 
the site isa bilant place to start 
when reading up on the latest for 
the handheld, 


Atari Age 
‘wwvwatariage.com 

Ifyou are tying to tack down 
and play some garnes for your 
Lynx, Atlan Age has not only a 
great many intricate dais from 
the toe aferon cartridge sys 
and company nrofies to tps and 
cheats ~ also hasan oxcolont 
rerty guide, isting every Lynx 
game created, Not o menton its 
busting frum 


audience, wasn't puling in the cash any more. It had also invested 
in VCR games but with tle success, Staff levels were fang from 
‘around 200 at its peak to just 20 employees. f the Handy was ever 
‘going to be released it would need the backing of another company. 
Hones, the il-fatod journey that led the group to knock at the 
alowed doors of Nintendo. 

‘When that fell through, Horowitz decided to approach Atari, and 
made a phone cal to Jack Tramiel, the chief executive at that time. 
‘Acari had already tried its hand at producng @ portable machine 
= the Atari 2200, which was based on the Atari 2600 — but it just 
‘couldn't seem to get it ight. As time went on, however, Atari began 
to ignore the growing stature of consoles and had isecome heavily 
involved in a business war against Commodore. Tramiel finaly 
realised the worth of consoles whan the NES stormed onto the 
market ~ so he was rather taken by the Handy, believing it to be a 
great way back to console dominance. 

Soon after Horowitz approached Atar, Jack's son Sam went 10 
Epyx. He was gtested by Joe and shown around. They then sat 
in an office and discussed some terms. It was eventually decided 
that Atari would manufacture and market the handheld console and 
Epyx would create the videogames, getting paid by AAtar for each 
tile produced. However, in the contract was a clause that issued 
Epyx a deadine, For example, the company had 60 days to fh any 
bugs that Atari said needed to be rectified. Neodlo says: “Atari 
routinely waited untl the end of the Epyx time period to comment 
con the Epyx fixes. There was than inadaquate time for Enyx to 
make the fies.” According to Needle, Atari decided to “punish” 
Epyx by withholding payment. nthe end, this sent Epyx into 
financial tural leading to its inevitable bankruptcy, Atari cid hold 
‘outa lifeline — paying Epyx but only on the condition that it hanced 
ver the Handy. 

‘The deal obviously upset Mical and Needle, They asked their 
lawyers if thoy could leave Epyx, but they wore advised that it 
‘would be seen as an overt acton by them to damage Atari and that 
thay would almost cartainly be sued. The pair remained at Epyx 
ntl the hardware handover was complete, turning down an offer 
from Sam to work at Atar. 

With Morse, Mical and Needles involvement in the project 
‘coming to an abrupt halt, Ata took the Handy and renamed it te 
‘Lyn’ It was two years before the company released the conso in 
September 1989, however, and by that lime Nintendo's Game Boy 
had aiso been released. "Looking back, if we had decided not to 
{90 colour,” says Needle, "Wo would have been a zoro. The Game 
Boy really would have trounced us." As it was, the colour feature 
‘of the Lynx kept the machina in the limelight, although it wasn't 


Songbird Productions Matthias Domin’s 
http://songhird-productions.com Atari Lynx Page 

When the Atari Lynx died a ‘www.mdgames.de/lynx_eng.htm 
commerial death, is fanbase If you'e pretty nifty inthe coding 
took over n muh the same department, then Mathias Domin 
way a8 with tho majorty of retro. has put together a fine solection 
machines. Songbird Productions of tools that wl be of great 

was set up in 1999 to produce assstanca wan tang tho inal 
games such as Looaz and Total stops and using your talents to 
Camage for tne Lyn and Jaguar. create new Lyn content. There 
You can also brome ts catalogue are also some litle games on 

va the website. there to ry out, 
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plain saling, The Lynx cost $189.95 and the Game Boy retalled for 
$89.95. Many felt the Lynx was foo expensive atthe time and there 
was a vicious crete of too few purchases, putting off thic-party 
dovolopers, which in tum lad to fewar and fewer purchases, 

As sales continued to fal, tari tweaked the machine and created 
the Lynx lI retaied for haf the price of the orginal and was smaller 
‘and cheaper to make. It also had the addition of stereo sound as 
‘well as better battery ife and a pause option that alowed the screen 
to be turned off, thus saving power. 

Needle wasn't too convinced with the changes, however. "During 
the handover, [Atari's] mechanical engineer made some seemingly 
pointless changes,” he said, "The guy told me that he always iked 
to put a piece of himself in any product he worked on. He changed 
the backlight electronics and the transformer design and reduced the 
battery lfe. But he also changed the high voltage capacitor to one 
vith considerably more leakage at the oscilation frequency and it 
generated considerable heat, The new load on the batteries caused 
them to overheat.” Nevertheless, sales picked up and it seemed 
‘Acari was onto a winner. 

‘Then along came Sega, who introduced us to the Game Gear 
in 1981. For Lynx, this meant the end was nigh. Although the Lynx. 
remained the superior machine, the Game Gear benefited from 
Soga’s advertising drive and the Japanese company's resources. 
What was more frustraing was Game Gear's similarities to Lynx 

“Game Gear was an interesting issue,” Needle remembers. 
“Sega was shown all af the Handy’s innards and schematics and, 
specs as part of an attempt to pariner with them after the Epyx 
marketing fiasco. And to see what | consider to be pretty much 
‘a copy of the Handy was @ bi infuriating.” He continues, "! had 
become friends with one of the engineers at Sega, and during the 
last development stages of the Game Gear, after | had already left 
Epyx, Sega hired me to help with a few lingering product issues. | 
‘wont io their Japan facility and they showed me the problems thay 
‘were having. Some issues were just weak engineering on their part, 
showing me that they dd not understand the functonalty of the 
hardware they were copying, They had the output palette wrong, 
‘among other things." 

Despite the problems, Dave Needle remains proud of the Lynx, 
“always have, ahways wil’, he says. Among his favourite games for 
the once groundbreaking handheld ate Chip’s Challenge, Gates OF 
Zendocon and California Games, “I's a matter of pride that no one 
‘created anything better for 12 years,” he adds. When it comes to 
\what went wrong, Mical maintains that “Al the Lynx needed was. 
low cost and a huge library of software, But | place the blame for 
both of these in Atan's lap... 


ATARI LYNK 
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1 Checkered Ragas atop raceforshe 
Lynn sug ter 


Werder suit Ch’ hang was 
nether ostendearng es, 


Coll gares such Tota ul 
ethene anu expe. 


Anti Red-Eye 
‘tough Mil was hapa 
‘tht Lyn saying "Vie got 
‘xscy a ve aot Out crest 
‘ne feature he vould nave see 
‘vas intared. Named Rec, the 
Inte easy was doronstated 
Inte ab but Rvs decged 0 90 
forthe Comly instead. "Fede 
‘woud have been e00,” says Mies 
"Nau vould need a arta ine of 
sight eetvcen players, though ond 
‘hat coud have been a protiern We 
‘rested ho teoed roearg eos 
bray who would eas hs ega 2 
Bock ms unt fom te ner” 
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CHIP'S CHALLENGE 


KLAX 


RELEASED: 1769 
DEVELOPED BY:EPYX 
2 THE SAME DEVELOPER, SUMMER GAMES 
Puzzle games are almost ten a penny on the 
‘Atari Lynx, but when the standard is as high as. 
‘it is on Chip's Challenge you don’t tend to mind them 
‘cluttering up the console, Wnie the concent ists 
rot pariculaly origina - you basicaly nave to move Chip 
around each maze in search of a set number of computer 
‘chips thas been put together with sa much love, care 
and attenton that you cart help but become smiten wih 
*, Chp himself may be only a couple of pixels high, but 
he's bursting wth character and you just can't hes teeing 
‘or hin as ha carves out his icky quest. (tay have 
‘been ported aver toa numberof sfferent machines since 
ts relase, but the bite-sized purdes make ths perfect 
‘ocier for Atan's handheld 


RELEASED:I990_ 
DEVELOPED BY TAR: 
BY THE SAME DEVELOPER: GAUNTLET 

Kiax's easily deserving of @ place in our top ten 

and it’s not just because it features the sexiest 
Videogame voice of all time. Corvertec rom the popular 
Tengen con-op, Klax's an most periect arcade adsptaton 
that not cnly captures the authenticity of the orignal evade 
game but also nroves thatthe Lym was no slouch when 
ame to hosting bila: purrs, Kax is decepivey simple 
to pick up and play all you have tacos stack thre tes 
cof the same coleuron ton of each other, ether horzontaly, 
vertically or dagonaly — and t was perfect proof that you 
{dn raed! to oe a handheld with 2 mancehroma screen 
‘order to appreciate one of the works greatest puzzle 
games. And yes, that does mean we lke thi just as much 
as Tet: Oo, the controversy. 


RAMPART LEMMINGS ST.U.N. RUNNER 


RELEASED: 191 RELEASED: 1993 RELEASED: 9 
DEVELOPED BY: AA DEVELOPED BY TAR DEVELOPED BY: A 
[BY THESAMEPUBLISHER:BATTLEZONE BY THE SAME PUBLISHER, PAPERAOY BY THE SAME DEVELOPER, 

emight not match the Lemmings has appeared SAMPEHE SERN 

majesty ofits arcade parent, on vitally every console anyone doubts the power 
but theres stil plenty to love and computer that has ever of Atari's Lyn, simply shove 
‘bout this extremely slick Lynx boon made, so it should come 1 copy of STUN. Runner under 
conversion. Vie t suffers fern the as no surprise that the loveable their noses and watch them go 
‘bvous ack ofa rackoal it stipays __ mop-tops alse found a home on into serious denial (we've tried it 
surprisnaly wel and doesn't et you ‘the Atari Lynx. What i suisng and it’s fun) Wie t covicusiy cant 
‘down an later loves once the ation though, s ust how good an hope to march the msane sickness 
speeds up. The mic of Teis-syled _adapaton ef Lererings this actually and plenttal poygons ofthe arcane 
wal buiding and strategic basing is, Despite the smal sergen anclack orga we stl have dreams about 
Works perfectly anc rakes fara very ofa mousa thae ae no prablerss that sla, sexy ea), tis Lye 
Ungue experience. I's alot tougher ‘with th spoten conversion. Your ‘conversion is amazrnaly polshed! and 
than the arcace crignal (rainy Iti elas are perfectly animated and —_—perfeciy captures the atmosphere of 
‘because al ofthe enery ships can {ull of enaracter, the vale are easy is lager peer. Granted t's far more 
raw chop of ground forces) and to navigate and t's ncecly easy unforgiving than its ger brotner— 
the bss of the tid payers abit to slect each class. in fact, the only {youl find the contos aie sensitive 
‘ofa shame the Lyrx should easily thing thats Teel to put fans off to begn with — andthe gamenlay 5 
be ale to handle i), but this san that you'e gong to be extremely rather smplste, but f youre looong 
‘therwise cracking Corwerson and a key ta find copy of he garne fora thrling racer on Atari's handheld 
healthy alton tothe Lyre’ library. for under £60. yu went find anyshing better 
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BLUE LIGHTNING XENOPHOBE 


ALPINE GAMES 


RELEASED: 1757 RELEASED: 1992 RELEASED: 2004 
DEVELOPED BY EP DEVELOPED BY TA DEVELOPED BY: OURAN 

BBY THE SAME DEVELOPER: {BY THE SAME PUBLISHER: BLL AND BY THE SAME PUBLISHER: NATNE 
IMPOSSIBLEMSSSIN ED'S EXCELLENT ADVENTURE, Ewa 

Blue Lightning may well ‘While the Lynx had many Now, we don't wish to 
have been one of the fine conversions, it was upset anyone by featurin 

carlos tes to show off the only really Xenophobe that ‘homebrew title in this Perfect Ten, 
Lynw’s graphical grunt, but that’s ‘managed to notably improve on but Alpine Games isso brillant 
not to say it wasn'ta superb its arcade original Fo stares, that it would have been criminal 
game in its own right. Essentially the conto were stearlned otto include it. Essortaly a 
‘Alan's answer to Aftor Bumer ard ‘ane far easier to use the arcade's homage to Epyx’s sports games 

Sta Fox Blue Lightning put you a ‘tree burton joystick was quite of od why only Calfomia Games 

the stick of an advanced itary cumbersome), new toms lke ‘was rieased on the Lynx is beyond 
jet anc required you to shoot down ‘the jtoack ended you ty 1s), Alpine Games ups the ane 
“wave upon wave ueon wave ‘ound the space station without considerably by featuring nine 

of enemy fights. Sue it gots taking camage, whie several teront events, nity dgtsed music 
regettve, but the acon is always ew multilayer modes kept the and some astounding loaeng visuals 
‘st and fant, the rine levels have ‘gameplay fesh and extn, Adin that push the Lynx futher than we've 
avarery of nce envionment to fly some cartoony visuals that pertecty ever seen The cotslegh, parte, 
“hrough ana the scaling ects are ‘mimcked ther ateace parents’ anc '00ks absolutely arsang butts the 
‘ny fantasbe I youre lookng for ‘he endl suis a highly enoyecie nel balances gameplay tha really 

2 good blaster hen set your sights mukipayer experence thet proves manages to impress. Itmay cost over 
on Blue Lighting tts ar beter than hursng down alens can actualy be £20, stro Lynx ower should be 
ur rater naff pun alot of fun vwatout tis fantasti ste 
TODD'S ADVENTURES ZARLOR MERCENARY 

IN SLIME WORLD RELEASED: 17% 

RELEASED: 172 DEVELOPED BY: EPYX 


DEVELOPED BY EP 
[BY THE SAME PUBLISHER: WINTER GAMES 

We were going to go with Bill And Ted, but 

decided that Todd's Adventures is slightly better 
{it was a really close call though). Anyiay, Slime Word 
‘$988 you thin nto a saris of cavers in search o precious 
‘Sime Gers. Sadly for Tos, Slime Word is covered in gross 
icky enemies sa you' need to constantly keop his water gun 
filed uo so you can clean up the pulsating planet Like mary 
Lynx tes, Sime Words very prety ard the slime-coated 
caverns that Todd expleres ao constarty in mation. Sime 
Worse is absolutely nage and tw ake an age to fully 
explore ths Metoidstyet adventure 


[BY THE SAME OEVELOPER:CALIFORNIAGAMES 
With Robotron: 2084 just missing out due to its 
overly complex control system, Zarlor Mercenary 

quickly swoops in and deservedly steals the last 

positon in our prestigious top ten. Set across six huge 
and increiby vared loves, Zavor Mercenary doesn! 

de anything astounsingy new aut what it does dois 

‘excogtionally wo! poisned. Destroyed enemios roease 

ins that can then be soent on power-ups, there are some 

_eruiney tough bosses ta topoe and the pseudo 3D vsuais 

Used twoughaut me game a very etfecive, There's even a 

‘sunero multiplayer option that enables you to earn un wth 

‘ree cher alos to take on the enemy teres together. 


Speci thanks to atariage.com 
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GAME GEAR 


IT WAS BIG, CLUNKY AND GUZZLED BATTERIES BY THE DOZEN, AND 
YET THE GAME GEAR WAS LOVED BY SEGA FANS FOR ITS VARIETY OF 
SOFTWARE. KIM WILD LOOKS AT THE HANDHELD THAT TOOK ON THE 
GAME BOY BUT ULTIMATELY FAILED TO SUCCEED 


he Nineties followed what had been an interesting 
decade for Sega. The company had a profitable 
edi released the likes of OutRun, 
‘Shinobi and After Burner, as well as the Mark I 
console to compete with the Famicom. When 
the Famicom launched in America in 1986 as 
the rebranded NES, Sega followed with its own machine, the 
Master System (a redesigned Mark Ill console], which failed to 
‘surpass Nintendo's dominance despite a following in Europe. 
lin 1989, Nintendo released its handheld, the Game Boy, and not 
to be outdone, Sega began work on its own machine, which was 
to be “everything the Game Boy wasn't" Sega had a penchant for 
naming al its consoles after planets during the development process 
rachines lke the Genesis were called 'Project Venus’, the 32K 
ject Mars, and the Saturn ‘Project Saturn, the only console to 
retain its original codename — and so development began on ‘Project 
Mercury, later renamed as the ‘Game Gear’ In order to cut down 
Con the development time and get the console out into stores quickly, 
it was decidod that the handheld would uso technology from tho 
Master System, with the major difference being the colour palette: 
the Game Gear had 4,096 colours as onpesed to the Master 
System's paltry 64 colours 
The handheld launched in Japan on 6 October 1990 with a 
successful debut, shifting 40,000 units in its frst two days. 
Within @ month, 90,000 consoles had sold and back orders 
‘exoseded 600,000. n 1981, Sega launched the Kid's Gear 
in Japan, a repackaged version of the handheld aimed 
at the younger end of the market, focusing on chidr 
ible with Game Gear 
software. This handheld, ike many special-edition models 


remained fry pan. Rogarcing the Americ uch. lew PlayPal 
Robert Bats, Soge's marking octr forthe Gamo Geer, _Trelatien yar smn te 
remarked: "Thee is clearly a nee fora quality portable (Corer he ane en 
system thal prides features oer systomshave feledto «= Seam.n me fomat race 
diver. This means easy-towie,fl-colour graphics and exciting, Tw Moya penal con 
quality games that appeal to all ages.” His words seemed to ring true elsewhere as Coleco contains 20 


bitin Sepa tes, ean hook un 
when the Game Gear arived in America in 1981 priced at $149.99, toatelovson and doesn ran 


with sales reaching 500,000 forthe launch year and 900,000 by 1992, ees ike the Gare Gear does. 


Europeans and Avstaians would once agen come ast inthe st AMG hearaie oars | 


ctprshes tte Gama Geu'nes otra ected er iose | SSeS a ny 
dog 1891 but wa tacuely rach hee shows unl 1992 onw eee, tah tA 
‘The delay resulted in keen importers forking out £200 just to get iran ale whol ee Tee 
thocrasen boost wctotpy Noten ct he Gane Gers stot ewes toe 
announcement in 1981, dstibutor Virgin Mastertronic revealed that. Zim eusion of rar es ike 
trehuchas oud alt and C10 movewponsvo ten bea pheno pete 


the Game Boy [F69.99}, but more affordable than the Atari Lyrx a ea lee Sra sect 
(£178.99), However, n response to the competition, Atari dropped the ferthose who don't cwrn the 


price ofthe Lyn to £129.89 before the Game Gea’ launch so that er gal Sod th chew pce 
‘when Sega's machine finally arrived priced at £99.99, t only hada BAI AG tam ‘ 
slight price advantage over its colour rival Something os begun, 


aa 


Early launch tiles included Columns, Super Monaco GP, G-Loe However, the Game Gear also had 2 lot in its favour compared 


‘and Caste Of Ilusion (a direct port of the Master System titel with the Game Boy. Its coloured, backitcisplay was impressive for 
Wonder Boy, Woody Pop and Sonic The Hedgehog followed the time {despite blurring issues], meaning it was easy to play in 
shorlly afterwards, The initial Game Gear launch at £99.99 was for _ poor ighting conditions, and its stereo sound was an improvement 
the machine only, with later bundles including Columns or Super ‘on Nintendo's offering, The D-pad was bigger and more responsive, 
Monaco GP for the same price, Columns, a game created by Jay and the lengthways svucture meant it was more ergonomically 
Goerisen for DOS and ported to the Atari ST before he sold the designed for hours of play rather than the Game Boy, which was 
nights to Sega, focused on matching three jewels accoraing to prone to cause cramp after extended periods of time. 

‘colour to make them disappear. Principally aimed at comoeting with __In order to draw in more customers, different coloured Game 
ne cte maryinied-tonnedes Tet’, Columns never really had a chance of winning people away Gear models were released, most notably in Japan. America 

‘hathtcapen oth abinded gine from Nintendo's flagship til, but it was popular enough to keep received @ blue sports edition in 1993 bundled with Word Seres 
Sege's hopes alive. Sege's popular Sonic The Hecigehog mascot Baseball, and another supplied with The Lion King. This would be the 


‘also boosted sales due te his ‘coo!’ image. The bundled package ‘only colour model besides the standard black one that Americans 
‘of Sonic with the machine and a power adaptor previously bought would receive. A Coca-Cola limited edition machine packaged wit 


separately) at £129.99 proved hard for gamers to resist. the game Coca-Cola Kid appeared in Japan in 1984, which was a 
‘After the inital exctemant and success at launch, fuits with redorange hue and had the Coca-Cola logo imprinted on the front. 
the Game Gear soon became apparent. While it had a sleek, Later models included a Magic Knight Rayearth bundle (red with the 

sophisticated appearance, it was a monster in size compared to game's logo visible on the handheld); a limited-edition white Gama 
the Game Boy, which wasn't that smallitslf In Japan, the Gama oar that could be bought in a case with a matching TV tuner, alight 
Gear had numerous quality issues, with early models breaking blue Game Gear, which also reached Canada and Australia; a smoke 
‘easly, doing tie 1 endear ito an increasingly apathetic public, ‘edition nat tao dissin tothe standard black; and the yellow 
although such problems did seom to be less of an issue elsewhere, Game Gear, which was the last to be releasad in 1996, Despite the 
‘The biggest drawhack, and the main factor that utimately resulted —_variety of different packages in Japan, the gaming public remained 
in Nintendo winning the handheld war, was the lack of substantial _indfferent to the machine, with only 1.78 milion sales from the 
battery fe, The Game Boy may have hed a monochrome screen, country aut ofthe total global figure of 8.65 milion by 2004, None of 
but th’s enabled it to have around 20-30 hours battery life in the coloured machines ever reached Europe, 

comparison to the Game Gear's rather feeble six hours, While Sega One of the other problems with the Game Gear was a lack of 
released rechargeable battery packs, cutting the cost down for software. Nintendo had 90 per cent control over the market that 
‘consumers, it only extended power to 8-10 hours and their ukness ensured only a few the party companias could ereate games for 


added to the cumbersome weight of the Game Gear the Game Gear, leaving the rast down to Sega. As a result, many 


‘Excl rieasedn Japan ry Grstar Hrs eens fart. ‘One fh Us adverts focused anche games, rato tan aa the GameBoy. 


we 


take care of the 
Prince and look 


after yourself. 


games were essentially ports of pre-existing Master System titles, 
something that didn't go unnoticed among the hardcore fraternity. 
It wasn't all bad though, as the Game Gear would host some 
excallant Sega gamas that couldn't be played elsewhare. GG 
Shinobi was an excellent sddtion to the popular franchise, which 
‘went on to receive @ superb sequel (Shinobi 2), while Sonic was. 
milked for all it was worth, including releases of Sonic Blast, Sonic 
“Tole Trouble, Sonic Labyrinth Tas! Adventure, Tai’ Sky Patol and 
Sonic Drift 1 and 2 {known as Sone Drift Racing in Europe). All of 
which could only be played on a Game Gear, until Tee Toy bought, 
the cence to port some of the games to the Master System 
several years later. 

Classic RPG series such as Phantasy Star and Shining Force 
{got the handheld treatment, although only the third game, Shining 
Force: Sword Of Hajya, ever enjoyed an Engish translation. Mega 
Man, Gunstar Heroes, Panzer Dragoon Mini and GG Aleste were 
Japanese only exclusives that, to this day, fetch high sums of 
money due to their rarity. The diversity of the catalogue, despite 
its Master System roots, was enough to muscie in on the Lynx’s 
territory, managing to gain sales away from Atan’s handheld, but 
faling t0 mace a dent in Nintendo's dominance, 

‘While the Game Gear received the usual accessories you 
‘would come to expect, such as, a link-up cable, carrying cases, car 
lighter adaptors and rechargeable battery packs, it also had some 
Unique accessories that made it stand out from the Game Boy 
‘and gave it some added popularity. A TV tuner that slotted into the 
‘back of the cartridge slot wes released, turning itinto an al-round 
entertainment unit At the time, a TV tuner on a handheld console 
‘was an innovation completely ahead ofits time. Although, priced 
‘a £74.99, it was expensive considering that portable televisions 
didn’t cost alot more. However, the device appealed to collectors 
‘and gave the Game Gear a unique status on the market. A dispute 
with the manufacturer ensured that the TV tuner did't recive 
prolonged support however, as later models proved incompatible 
with the gadget, even with Sega's own production line. Despite 
bbeing a novelty the TV tuner is highly sought after and even today 


\you should expect to pay £40-£50 for one in good condition. A 
Master Syston convertor was also released, allowing gamers to 
play Master System titles on the move, which instantly expanded 
the back catalogue of avalablo software, All games worked with the 
convertor, but as everything had to be shrunk down to the smaller 
screen, it meant that any ttles with lots of text such as RPGs were 
barely readable and any games that were primary sorte based, 
such as Space Harrier, were incredibly difficult ta see, While Sega 
‘was working on a device that alowed Game Gear titles to be played 
con the Master System, it never materialsed due to the problems of 
the Game Gear's largor colour palette. 

Eventual in 1997, support for the handheld dwindled despite 
lastng admirabiy for soc years against tough opposition. Sega, for 
mast of the machine's lifespan, was far more facusad on the big 
‘consoles such as the 32X, Mega CD and the Satu to realy give 
the Game Gear the proper marketing support it needed and finally 
withdrew the product. The machine resurfaced brrefly in 2000 when 
Majesco bought the rights for the Genesis and Game Gear from 
Sega. Majesco's model ditfers sightly ‘rom the origina: although it 
‘features the same Sega board, some of the accessories including 
the TV tunar don’t work, while certain Master System eonvertars 
are incompatible or fal to run some of the games propery. In many 
‘ways the handheld is better than Sega's model as t's a bt lighter 
‘and has a nicor screen, but the build of the machine feals cheapor 
than its predecessor. 

“The demise of the Game Gear was a sad oocasion f 


its devoted 


following, even though it went largely unnoticed by the rest of the 
gaming word. Yet forall the handhelds that have gone up against 
the might of Nintendo and ultimately lost out, Sega's Game Gear 
‘managed to last the longest, only outdone in sales by Sony's PSP. 
For ts fans, however, it remains a piece of classic gaming hardware 
‘whose legacy lives on. 


GAME GEAR 


Hacking The Gear 


twas showin hooking the Game 
(Gear machine up 0 elevison, 
tensing games tobe nlsved on 
‘rong tereen Such a metho 
Was never made correreal but 
Vrrous mers inthe scene have 
Inerder to doth. The madiienton 
bores by seiering specie cieut 
bors through te pace! he 
Battery earnpartment Unt recent, 
Such arneifieston eeutea na 
{games playing m lack ard whe, 
But 200% Xeder an Snes 
Managed to find ways of soldering 
the macrine 29 that ne games 
‘wil cepiy ncoinwr Other gamers 
Rive ase found ways of geting 
eres 19 work on 
Use ofe Master System a 
Garne Gear ROW ana sor 
Programming knoedoe. Vist 
‘vw lingrunt 
com/cheise/segahacking 


‘Thanks to wovwcaegaxtreme.ne ocean 
‘holegraphs and Damien Me eran 


GUNSTAR HEROES 


RELEASED: 1995 
>» DEVELOPED BY. TREASURE 


paced and with 
p-smackingly good wsuals, 
star Hermes shines down, 
admirably wall the Game Gear's 
Uiny scroon and offers an amazing 
amount of pyotechnical wizard 
repay is as inicio and as 
varied 38 vor ‘uther 
‘that Teasut is one ofthe 
talented developers aun 
CGunstais extremely had te get 
hold of now, s0 expect to pay a 
pretty penny fr 


WONDER BOY: THE 
DRAGON'S TRAP 
» RELEASED: 1972 
» DEVELOPED BY: WESTONE 
» BY THE SAME DEVELOPER: 


Tre Dragon's Tap a huge, 

sprawing adventure that soos 

tne poor lad having ta change 
by he game's 


BUBBLE BOBBLE 


RELEASED: 17% 
» DEVELOPED BY: TAO 
RAINBOW SLANDS 
‘Taito’s Bubble Bobble must be 
cone of the most ported gamesin 
history, but when you consider 
how goodtis it’s not surprising 
‘that so many platforms have 
featured a version oft. 
Basexl on he Master Systom 
pont, which itself was a ator 
brant conversion, this Game 
Gear eto perfect captures the 
charm of te arcade orginal andi 
nother essential lease fo 
portale console, There's a 
‘two-player mode, ath 


‘graphics ae a cute as previous 

versions, and he tneless gamenlay 

{sas song as ever One ofthe bes 
plaviormers ever made 


GG SHINOB! I: 
THE SILENT FURY 


While the original is 
‘unquestionably a classic slice 
of ninja heaven, the superior 


PERFECT 10: GAME GEAR 


Like Taito’s Bubble Bobble, 
Prince Of Persia seems to be 
another ttle that’s been ported 
to practically every console and 
‘computer known to man, 


The 


Prince and his 


AS NINTENDO'S LEGENDARY CONSOLE 
HITS 30, DAMIEN MCFERRAN SPEAKS T0 
DEVELOPERS AND FANS TO FIND OUT 
WHAT MADE IT SO SPECIAL 


THE SUPER NINTENDO 30 YEARS ON 


PLAYING WITH POWER 


ich | 
ectively. By the time 


° , 
“something drastic was required to 

Put Nintendo back on top. Looking 
back now a quarter of a century later, 
it's impossible to deny that the SNES 
did just that, and much more besides, 
By the time Nintendo moved onto the 
N64, its 16-bit system was home not 
only to some of the finest games of 
the generation, but of alltime—and 
they've endured in the years that have 
‘lapsed since then. 


UPER NINTENDO 


SELECT START 


DIFFERENT VERSIONS 


‘The SNES had a number of forms... 


‘SUPER 
FAMICOM 
Sleek playful and undeniably 
assy the Super Famicom boasted design 
‘which was far removed frm he plain and boxy 
Famicom. The controllers were evelutonary and the 
{four-color ago has become aculticon Nintendo 
‘evan cesurrecied the colours frit recent New 
Nintendo 305 handheld. On the base ofthe console 
an expansion port exsts which allows itto 
‘connect ta the Japan-onty Satellavew add 
‘on The PAL. version (shown here looks 
“dete, butt sports 
SNES branding 


SNES MINI 
sm Launchedin197-a30m6 
when most players ha moved onto 
mor powerllhardvare=the SNES Jrwas 
marketed as. cheaper evel propston tor 
Younger players Smalerinsize and cheaper to __— SNES (NORTH 
produce, hie reviedayte acs RGB ouput y ‘AMERICA) 
‘a8 tandardbutcan be mode obtain {8 For some atorable reason, 
“The power LED and ctbuton both Nendo used totaly aterertcase 
hallmarks ofthe orignal design are Aesigtor tbe SNES Nort Aerie. Designed 
also absent, ass the expansion ‘by Nintendo Of America's Lance Barr, the boxy 
orton the bottom, _and unattractive system dropped the four-colour 
bustansinfver af apple and pinkpalte. The 
cacvidges were also changed wih the US versions 
doping he same squared designtomath he 
«anoles Thana, the European del 
reverted othe Japanese design bulmary 
misuied American fans swear 
ther verso oksbest 


we 


ackin the early Nineties 
‘when the news came that 
a successorto the all 
conquering NES was in the 
works, twasn'tjust 
gamers the world over who were 
rubbing theirhands with gle — 
dlvelopers who had made a ving on 
Nintendo's 8 syste were also 
koon to soe fit could We up tothe 
hype. twas exciting to see the specs, 
recals Chrs Sutherland former Rare 
developer whois now wotking on Yooka- 
Layiee at Paytonic Games. ‘Previously 
{developed on Game Boy and many 
others at Rare had worked on NES, so 
this was a chance to develop games 
thathad far fewer technical imtatons. 
Felow Rare alum Brendan Gunn 
agrees, "it ft ike a natural progression 
from the NES that was aready very Soot pone 
familar wit, This made ft very easy a 
to get up te speed, The hardware 


marcia neared ITFELT UKE ANATURAL PROGRESSION FROM THE 
begessan’ Oe dnc soy NES THAT WAS ALREADY VERY FAMILIAR WITH. THIS 
Sate Neteereenesy MADEIT VERY EASY TO GET UPTO SPEED 
AGREE ECRO  dieamstenineateaed,  gusaatenpr comets 
Grud Akons'teeorecirmcessy iralsslowed aero ara 

opivatcandethnohadaweerkil Seaton “he SNES hua ense sna seat 
Sa raciaicoayanad: | scyakeih nntvtom tereens Saiyirapioged 
Grane tutin satel kaces gum trauaneteue Fcraiperaigoned 
weobas dscetelcctartioed. tena waraapatyspeceay premirtraaerrl 
Seema hesrertiiad _ Miaeecaac Menarini. cece face wouniace ee) 
aetaeceiavancin | iilcwasUntuuncay tren: ‘Geeta nescesune 
Ceeanetenba Aan “GEL amnedectaedaisnuney” (maseeeopeesorrareanenic 
snail Ghatueiinammis., —sabnatesatnstannd.  heyaemuncaa sores 
aT MCh muccton *  aadlonsar mannan vel Teeloe lemme smreett 


Just some of the brilliant franchises that began on. SNES. 


INTERNATIONAL 
PILOTWINGS i SUPERSTAR SOCCER 


ed z 3 bE 


CHRONO TRIGGER 
ee FRONT MISSION 


~~ NUMBER OF GAMES IN SERIES 


STAR POWER so ecrsey ee 


Unsurprisingly Nitendo 
ise was the company wh 
{the most to dene the 
SNES, releasing some ofthe 
console’sbest games 


CL MNLEINOD, tw Theundspuledmaster 


PG, Square produced some 
ofits finest werk onthe SNES, 
bout sadly many of ts tes 

remained exlsive to Japan, 


© MODE7 MADE THE HEADLINES, BUT WAS OF LIMITED 
USE FOR THE KIND OF GAMES WE WANTED TO MAKE. THE 
OTHER FEATURES WERE FAR MORE EXCITING TO ME ”” 


The sues 


ers that made the SNES sing 


CAP@GOM 


h 


mResponsile for 
some amazing 
arcade and action 
gamestorthe 
SNES, including Super 
‘astevania Axelay, Paodivs 
and Tres In Tine, 


KONAMI 


‘complex which tooka litte geting used 
10, The manual was written in English 
by what | assumed to be a Nintendo 
ntrely fluent in 
English, so had tobe a flexible when 
reading how something worked. | stil 
have my manuals and! prae them 


‘engineer who wasn 


he SNES heralded a new 
fra of trickery thanks to 
the inclusion of Mode 7, 
‘a graphical mode which 
allowed it to smoothly seale 
{and rotate a single background! layer It 
was put to good use in titles ike F-Zero, 
Pilctwrings, Super Mano Kart, Super 
Castlevania (Vand ActRaiser While 
itwas an impressive visual tie, its 
effectiveness was restricted outside 
cof certain genres, "Mode 7 made al 
the headines, but was of limited us 
forthe kind of games we wanted to 
‘make,’ explains Brandan, "The other 
‘oatures wore far more exciting to 
me. Mutt-layered paralaxing and 
colour blending made for much 
Ficher backdrops, while bigge 
sprites gave us far greater 
capabilties for big, colourul 
characters’ Chris agrees, 
“We actualy stayed clear 
‘of Mode 7 forthe most part 
because the abilty to scale 
and rotate was so new and 
shiny, it fet ike it was obliga 
for games to use this mode, It 
‘also had imitations nits use that 
made us veer towards using 
the other modes with some 
rieks to appear to add more 
layers’ of movement than 
hardware supported” 


y 


matkat into 
ws ist was very 
different to the one the NES 
had dominated so efforlessly. 
ja was no longer 
second place ant 
‘marketing and an eater release 


The arcade conversonof 
Steet Fighter remans one fhe 
‘most importanl SNES releases, 
and gave Nintendo a massive 
advantage over ral Sega 


(AK\aim 


Tiles tke NBA Jamand the Mortal 
Kombat series made Aclaim ahousehald 
ramen the Nineties, adit seoredmany 
commercial hits onthe SNES, 


‘managed to secure a chunk ofthe North 
‘American and European markets with 
its Mege Drive system. What occurred 
next has become the stuf of legend, 
forever ngrained in the consciousness 
of the gamers wo lived throught: the 
industys first realconsole war. it was 
interesting because this was a ime 
when there was a cif 
‘each platform,’ says Jonathan Town, a 
former Nintendo community manager 
and retro-garing aficionado, “These 
days it doesnt matter tao much whether 
youhave a PC, PSé or Xbox One as the 
majority of titles are the same and the 
ifferences are negligible. The SNES and 
Mega Drive hada charm to them and 
even the same game would be different 
pending on which console you had. 

of arguments aver frame-rates 
\we had Soneevs Maria, Final Fight vs 
Streets Of Rage, Star Foxvs Silpheod, 
‘each console had a claar personality” 


aturally, Nintendo's console 
was compared direetly to 
‘Sega's hardware, and the 
respective strengths and, 
weaknesses of the pair 
‘were highlighted in the magazines 
of the poried. "They were both very 
comparable machines,’ says Nick Jones. 
“The Maga Drve had a faster processor, 
slighty bigger screen resoluton and 
‘synth chip for audio. The SNES had 
complex graphics modes, a higher range 
of colours, the video signal was a lot 
cleaner andit played audio samples for 
sound —which was a disadvantage and 
anadvantage atthe same timo. While 
the SNES boasted superior capabilties, 
‘much was made of the console’ slower 
(CPU~a trade-off Nintanda made to 
censure itcost les to manufa 
weaker chip is often blamed fort 
of fastpaced shooters on the plat 
but Chr Sutherlandinsists thatit was 
an issue from his perspective 
speedissue wasn't something that we 
‘encountered too much with the Donkey 


race ENIX. <r 


‘onbath the Mega programming 
DriveandSNES. mBeloremergingwith ——_—Prekord siblings, this studio 
SNOT ralasing Ules tke SquaresolEnixwasits produced Pok, Equinox 


Earthworm Jim, The Lion Kingand val andmadethe popular Ken ritfey Jr Baseball and 
RboCop Versus The Terminator. Dragon Questranchse. _ moreforthe SNES. 


SUNSOFT 


sm Sunsoft’ pote work during 
the ib era may not have yieided 
‘many solid goidclassesbutthe 
‘company certainly pumped out 
ute afew SNES releases, 


Kong Country series ~ perhaps because 
we were brought up on resource: starved 
consoles such as NES and Game Boy 

so we were always zing to be keep 
things optimised as we developed. Back 
then systems ike that with specialised 
sprite video hardware that targeted video 
games could often outshine what was 
done ona standard PC.” 

Nice feels thatthe sluggsh CPU was 
dofinitoly a shortcoming, but lke Chris, 
he was able to overcome this with 
some clever programming, “it was a 
litle bit ofa handicap for sure" he says. 
“The processor wasn't as powerful and 
itdide’thave as many registers either. 
(One advantage | had was that | came 
from a C64 background. The processor 
in that chip was even more resvctive 
‘and all games an that machine had to 
run at SOMH2 so |eamta lot of ticks to 
achieve that magical frame-rate. Even 
‘when | went to Shiny and we worked 
(on Earthvyorm Jim, | din’: el the Mega 
Drive prograimers my 65816 ticks for 
cover @ year so that it evened the playing 
field, One of the other resticions was 


he creneraf one of 
the SNES' mastimportant 
tiles ~ Dankey Kong 
Country -Utcbased 
Raremasteredthe 
haravarein away few 
others eould manage 


the way that sprites were drawn onto 
the sereen, The SNES was much more 
limited so youhad to draw a lot more 
sprites to get the same graphic an a 
soreen, which meant more processing 
power just to set the graphics up. lwas 
able tocisguise most ofthe cfference in 
processor speed. Ifyou play Earthworn 
slimon the SNES and Mega Drive, the 
most obvious way to spot the speed 
difference is whon starting a love 
Because that was when the game was 
decompressing the lavel and graphics 
=a task limited by processing power. 
“The levels would take about three trmes 
longer to decompress on the SNES” 
Nintendo augmented the power of the 
console with adktional chips which were 
packed into the carvdges, the most 
famous of which is the Super FX chip, 
usedin Star Fox 

These days, it's often the case 
that developers require tne to fully 
hamess the power ofa console, and 
‘asa result, the software yousee at 
launch is but taster of what's to 
‘come—by the end of a console's 


sland Aina tbe SES 
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CONSOLE WARS 


‘Scraps that defined an era 


MARIO VS SONIC 
Wiehe Sone games arguably lacked 
‘he dep payablity of Super Mari the blue 
hedgehog was marketed prtety and stole a 
lot ofthe alan plumber’ thunder the early- 
‘Nineties. Te simattzneaus werldwide launch 
of Soni 2was an event which eclipsed even 
‘Nintend's aang efforts 


‘SUPER FX VS SVP 
__Asthe SNES and Mega Drive grew older and 
‘the industry's focus on 30 gaming became ever 
‘more apparent, Nintendo decided to enlist the 
heipof UK developer Argonaut ocreat achip 
tabalstertheconsole’spolygan-pushng 
prowess. Sega countered with he Sega Virtua 
Processor (VP for ser) 


FINAL FIGHT VS 
‘STREETS OF RAGE 
When Nintendo secured the port f Final 
Fight was a massive low to Mega Driv 
‘nner In ypical Sega fashion the company 
simply cretedits own clone Streets Of 
age, Te ite seoreda itary overt NES 
counterparty offering a two-player mode 


SVP nage DSoeratvet 


‘STREET FIGHTER It 
"When Ninendo managed to get the frst 
home conversion ofthe legendary brawler it 
turned Nintendo's const ino the mus-ha 


system of he era.AMega Drive release 

Would followin due curse, but the damage 

was done =the SNES had sored a massive 
sony overs va 


SNES VS PLAYSTATION 
-_Theracent-unesrthedpratotyee hae 
resureced interest this system, whch would 
hhavebeena SNES and Sony ROM chive 
‘combined. Nintendo ditehed Sony the day after 
‘the conse was announced, Sony wore 
revenge andthe SNES-ess PlayStation launched 
in 1994, conquering the industry, 


MORTAL KOMBAT 

Family-friendly Nintendo was avays going to 
have anise with Mays greed fighter. 
Irena the SNES got the bes port in techie 
terms but at Nntende's behest the gore was 

expunged. While the Mega Drive version also 

_sutered censorship, cade could unlock he 

gore —making the verson everyone wanted, 


PERIPHERALS 


The SNES had some cool add-ons... 


PLAYING WITH POWER 


ifespan, the games are leagues ahoad 
of eariorraloases. However, the SNES 
's unique in that the game it launched 
‘with is stil considered by many tobe its 
finest single piece of software. Allof the 
developers we interviewed ist Super 
‘Mario Werkdas one of their favour 
SNES games, with Mike Daily even 
‘ating tas his favourite game ofa time. 
This platformer is legendary even by 
today’s standards, and is merely the outata Christmas partyin a corporate 
cherry on the top of aibrary which surely skyscraper and we play as Pete Gray and 
ranks as one of the best the industry has Daniel McClean as they tackle the fire, 


‘ver seen. ‘Idefintely have to choose —_floor-by-floor, rescuing emplayees and 
Super Mario Werldas my goto game" taking out security robots along the way. 
‘says Jonathan Town, "However aside _Ithas some great dialogue and character 
from that obvious choice, |realylove design. I's alotof fun.” 

Axelay I's2 lovely looking shoot‘em- ‘What makes the SNES so remarkable 
up with @ gorgeous soundtrack and that twas strong in so many genves, 
balanced cfficulty. What realy makesit and lteraly had something to offer for 
forme though is Axelaywasaconsole gamers of alltastes. However, one 
‘exclusive, made especially to play to. {genre in which t excalied was the RPG 
the strengths of the SNES, from the “Itwas the undisputed king of RPGs,” 
incredible effect on the vertical stages continues Stuart. "From the Earthbound, 
to subtie use of sprite scaling on the Secret Of Mana and Chrono Trigger to 
boss battles’ Some of the console's the Final Fantasy series, lusion of Gaia 
best games are refreshingly alitie off and Tales of Phantasia they were just 
the beaten track, such as Human's The incredible games that you could sink 
Firemen, "it’s storyedaction game hours into, However, that’s just the tip of 
that sort of reminds me of the movie, __the iceberg. The Japanese market had 


Die Hard explains colector Stuart Brett, hundreds more, some of which have 
‘who is planning to publish abookabaut been translated and patched by fans. 
Super Famicomart soon. ‘A firebreaks msi discovering new RPGs for the 


a! TRE COLLECTOR cn met steer rors on 


some off! about your book, Super 
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SEQUEL THIS cs ss2s ess tt deserved sets 


AXELAY 1992 ARCANA 1992 SOUL BLAZER 19972 PLOK 1993 EMO: SEARCH FOR —UNIRALLY 1994, 
‘mKonam’s superlative shooter mUnkindobserversmight —-mWhilermanyfanslump this The workofSteandJohn EDEN 1993 'm Known a Unracersin Nor 
Wasnot only the perfect brandthislinlemorethana _-RPGinwithfelow Quiteties Pickford Pik atypiealy mt Arguablyone ofthe most Amerie, hs as-paced racing 
advertsement{orthe console’s shamelessclane Sega Mlusion fGaiaand Terranigma zany platforming epic ‘tiga games onthe onsale, ttle focused on stuntwork 
amazing grphealeapablties, Shining The Darkness but as. atrlogy, the ies are vwiveh aparently gained Evaisasuperbmisturect and eamederitea praise t 
Italsoplayedtheadream-no its actualy amuch beter acualy se-contaned ‘he apprecitionofShigeru action androle-layng, wih the tmectrelease, However, 
smallfeatwhenyouconsder gamethatdoesrtgetnear offerings. Outofthethrs, this Miyamotahhmself. Colourful, theplayerassuming control duo he simlartybetween 
howunesedthe SNES was engugheredl. Tumbaced _ieperhapsthemost underrated acton-packedanddelghtfuly _ofvariousbeassfromEarths_themaincharaterand he 
tothskindefgame. Amazing bates and dungeon-crawiing and most deserving ofa Playable, Plakhassincebeen pat. Successincombatallows unicycle nPaar'sanmated 
music ripping gameplay and -makeforasternchallenge, sequel. tmitesexpleralon _resurectedbythePrcklord_youtolevel-upardevolveyour short Red's Oream, Nintendo 
tinelessly attractive visuals whilethe gorgeous visuals and _—_withrea-ime action andthe _brothersinawebcomic and creaturewhich means theycan _wasforcedto bow to egal 
rmakeforatrueclassie~a _—_apaillybeautful soundtrack notionofrebulding awerld the I6bitoriginaltemains one better dealwthenvionmental pressure and nat manufacture 
sequel ashinedinthe end ensureitlooks andsounds as throughyouractionslends the ofthe mosturiqueplatformers changes 'sbonkers, but any more copes once the ial 
credits, bur never came. ‘goed a plays. game addtional appeal ofthe period compelingallhe same, 300000 unhad sold out 
- py SN - ; 


2 : Aiea 


Berens) Gi THE SNES' WEAKNESS WAS LACK OF ARCADE 
CONVERSIONS OF ANY WORTH, WHILE THE MEGA DRIVE 
WAS DROWNING IN THEM” 


than Town, 


fe, The latest being Ve video streaming from the CD. liked the 
Which is set ina futurist neept technically, but we v 
While there were notable shooter sssed with the video quality” Mike 
mentioned Axelay this Daily recalls that DMA was actually 
y the only gonve that Ni mmissioned to produce software 
e struggled with, thankstothe forthe device sim 
appros 
ss drowningin hada video playack engine fort. 
‘Shootersin demoed acl of Star Wars playing 
particular there area ones, froma 4MBoart, and they were very 
butonlya handful interested in the 
system. Butitall went quiet and we 
ike the Mega Drive, the started doing Uniraly nstead" 
‘SNES was supposed to geta pularity ofthe SNES has 
hardware expansion which ‘that itis in high demand with 
leveraged the incredible evan today. Starting your own 
jonisn't expensive, and 
tronics gar ments ha red the bariar 
‘on the unit it ever made 
itto market. The recent discovery of a have dropped in 
SNES PlayStation prototype has put this price fairly dramatically due to aval 
I-fated venture back in the headlines and on emulators of via the Virwal Ce 
jogged the memories of developers ii and Wi U, says Jonathan, 
were shown the tech atthe time. ‘During and UK RPGs still command ri 
the wintar 1992 C: prices, but there are plenty of gr 
enough to atte tobe had forless than £20. The 
cd Sony prototype is finding them mn good 
he demonstration took pl ard packaging 
sy hotel room well away from the sadly doesn't fare very well f not look 
n, andit was to a small group & after? While finding some common 
‘games al a decent price isn't going t 
bbe hardin today's market - providing 
you're happy with justa carte ~ the 
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POUND SAVERS 


Excellent Virtual Console options for 


a 


a2 a, 
nay 
~ 


Se 


‘SKYBLAZER 1994 ‘SECRET OF MAJYUUOU: KING OF BAHAMUT LAGOON ‘those that can't collect the real deal 
rare ce fey EVERMORE 1995 DEMONS 1995 1996 
Imagesott making a decent Following the success of ‘Konami's shooter was not One of the last great RPGS: CASTLEVANIA: VAMPIRE'S KISS / DRACULA X 
sane, Sylar an “SecreOfManaSauredecled| ene perlcacierisement ctheSNESerahisJpan~ £200(US)/£90 UPN)/£725(PAL) (V0) $5.9 
ZireciveacionplatormertoloundaNerhAmeran_fotheconsles grapes _eiyrlence was tipper Psi) .) #0 ota pateh onthe Engine CO lero 
wvmadescosuedtne  sudoanéprediceanhPG cpa tasopaedoa awestemlcatsatenbur | Yugi |b | went served vanes hiss neartcolee te 
Consoles Made 7capablies, simedsquraystwesern_ackeam-nosmaliex whan _revrhappned haben spycam, and dead see pceforhe 
Comoglewaristhe endothe aidenes Whle Secret Of yovconderownautedthe _fnrandatedin rece ers test commited Caseranatn, As such is dovioad 
conelésepan Sitar Enmmorewastiptathe SNESwastothsindl gare, _andiewallwarth eng ou carci coco ane rested 
Waspethps niaiyanred, secant Recluse Anaaenise pega ap) leh 
and certainly deserved a 3D. siblings, itwas unique ‘gameplay and attractive ‘aspototemulation Bahamut FINAL FIGHT 3 £130 (Us) £120 (PAL) / (Vc) £5.49 
enue oddite NN Nespardios tea eal vse fosaferstietoede NI Lapeonestisinosthsla 9) (>) the tir Fn Fighting one SNES royal be 
mmadebeter tothe shaneSqureditipreduce — —asequlwathniedntbe _mibncelesin apn bute reed a Steet age 2 ba she nest ramp t 
eves hing scons mor ier ofthc tendered btrever came. seul was foroing the genre on Nene. aggre wire 
ales and See Fighter sie moves ke prey econ 
i. andthe tal alent vale 
= Oeste DEMON'S CREST ¢17001se125 up eas Py /(vo C49 
ra )) mAcommercal disaster upon ts releasein North 
a ~s * ‘America, this spin-olf from the Ghosts N Goblins series 
> whi Jf focused on Firebrand, an enemy inthe original games 


whowas elevated e heroin Gargoyles Quest Arixture 
——— ctplatioring and RPG, this isa true hidden gem, 


more deste ites ae singin valve, 
me culture is embedded in the y MEGA MAN X2 £160 (Us) / £25 UPN) £240 (PAL) / (Vc) £5.49 
mmansvoam, say Sat ‘i's erative Pileel "Th second ee Man Xsanesatl cnt SNES 
"hin the Inemat has made the 7 
robie ge ss) tous upon te grocer 
MegaMan Xbeng rae actor paced on be 
row remem Peters samesand gate abi easer 


£60 for Majyuuou: King of D 


sper Famicom. | tho WILD GUNS £350 (Us) /£160 UPN) /£250 (PAL) (Vc) £5.49 


I've seen IA steampunk Wl West shooter wih an exellent co-op 
0 rede and some brian, sreen-fling boss batts, 
2 Yau can os device comet Wild Guns yet anatner in-demand SNES releace which 


the Stace renee m 
Fetes te CD-ROM aso. IRE =2uies deep pockets o own. Thank goodness, then, 
for hie Vewal Console release 


cones in another quarter EARTHBOUND £500 (US) /£20 UPN) /EN/A (PAL)/ (Vc) £4.99 
ofa century. But why did Nintend ng 2D g > Recently avaiable onthe Wi U Vertu 
's2quky and endearing RPG whic, stead 


noe, 


le make such a massive and to veer 
w thing! offeatuing the usual fantasy sing, boasts amodern 
For hardco wart i's werd invaded by alien. The game never gota European 
Ye allabout the software. "I intoduced LP) roesse, nd te Arerian versions ineeabiyexpensive. 
flutionary 3D realism? "itwas so many franchises for Nintendo,” 
aot 2D luck 
Brendan 
the 
ting as the N64 
andits contemporaries were at the time, dive behind Ninte 
those games look dated. SNE! try new ideas, particulary in Japan and 
by comparison look glr that enthusiasm v ied acos 
the move to 20 created a huge increase 
inthe complenity of games and their od by teams, 5 
ntrollars which 


hots of Japanese-ex 


‘being avaiable 
purpose C 3.1 time" So here 
thats one of the reasons it stand Nintendos 


Panasonic 


g p/il 
— — 


3D0 


PANASONIC 3D0 


Panasonic 


ReAtL A 


JTERACTIVE 


For many the 3D0 remains something of a joke, an overpriced 
oddity masterminded by Trip Hawkins, the founder of 
Electronic Arts. Over 20 years after the console’s release, Will 
Matthews argues that it’s time for a serious rethink 


(oe 

stared inthe late Eighties, and 
continued fo tak to companies to try and 
understand whattheirplans wer. [as 


also at that te talking tthe companies 
‘that conralied operating systems and 
platforms ike Meroso. Merosaf for 


Cinacdtuen ao 


F 3D0 WAS A PROPHET, IT WOULD BE 
ZARATHUSTRA. A PHYSICIST, IT WOULD BE 
TESLA. A WYSIWYG 0S, IT WOULD BE WHAT 
BILL GATES AND STEVE JOBS SAW DOWN, 

AT XEROX PARC. OR, TO PUT IT ANOTHER WAY, 

3D0 IS AN UNDERAPPRECIATED CONSOLE 


» gaming. For British gamers in the early Ninetios 
‘Amyga and the Atari ST ramained pooular, but 
‘owing their ag ly. What abou 
Drive? In 
mind they 
end 
that crushed 
vely expensive carvidg 
sill, they often censored naked we 
fence —the staples 
f tho PC? That ran Lo 


and Day 

ming 
clsappointing to say the least. You had Philps's 
Amige's AGA chipset and a i carriige 
expansions for the aging SNE a Drive. There 
was nothing to really believe in orto got excted about 
‘The gaming word needed something and it needed 


amiga.advo 
as revealed that Dave Needle and RJM 
he New Technology 


japer than a 
‘and have @ fier licensing model for developers. A’3D 


PANASONIC 3D0 


through gaming 


Your guide to the industry exploits 
of Trip Hawkins ot 


(1978 Peet 


& Director of Strategy 
and Marketing at Apple 
Computer Ine 


Forms The 
300 Company 


Announces 300 
successor, M2 


The 300 Company begins 


- making games for other 
consoles, including former 
rival, PlayStation 


The 300 Company 
announces bankruptcy 
8 Founds mobile company 
Digital Chocolate 


Hawkins gets inducted 
into the Academy OF 
Interactive Arts And 

Sciences’ Hall Of Fame. He 

is eighth person to do so 


Trip Hawkins steps 
downas the CEO of 
Digital Chocolate 

Co-founds and becomes 

CEO of iF You Can Company 


texture-rapping engine would make games real, while 
colaborative play was central to the design. The whole 
package would be topped off by @ double speed CD- 
ROM drive, wile ATT was to provide a modem for 
voice and gaming In short there was simply going to 
bbe nothing ike 300 on the market 

Under the hood the 300 used an ARMEO RISC 
sor and had two powerful custom grapes 
chips and an animation processor. I alsa sported 3M 
RAM and a multitasking OS. Uniquely for 8 console, 
developers wrote games for the OS and not the 
hardware, ensuring backwards compatiaty 

Al the 1992 CES in Las Vegas, 300 wes revealed. 
It received coverage in the Wall Street Journal the 
business sections of the New York Times, Los Angeles 
Times, San Francisco Chronicle, Chicago Trbune 
and San Jase Mercury News plus a profie in Time 
and another Business Weok piece, More than 20 
financial analysts fom all the bg investment banking 
firms came by the booth to request brefings, NBC's 
Today show featured 3D0 as one of the hot products 


atthe show, CNN and CNBC aed segments. USA 
Today, Newsweek, US News and AP di features. 
Cover stores in the top enthusiast pubication in each 
important consumer category: Multimedia World, VS 
& CE, New Media Tre New York Times’ comouter 
nist did a follow-up piece. It was big news, Such 
big news in fact that Trp Hawkins, the mastermind 
bbohind 30 who had left Electronic Arts to found The 
300 Company, was offered the keynote speech at 

in June 1993, upstaging Bill Gates, who had asked 
for the same sat. 

In the words of Trip Hawai: 
‘There realy was no comeetion 
‘Aah, bul...” says the internet 
Sony?’ 
ing, could have all been very different, as 
Trp exolains tous. "Even Sony looked long an hard at 
licensing the 200 harcivare in the same way Saryo, 


300 dominated! 


today, “What 


Goldstar and Panasonic had, and they, Sony, were close 
wo signing an agreement. t sounds incredible today but 
300 was bleeding edge and excting tecmology.” 


YEAR RELEASED 


And so, before its launch, a huge anticipation form 
around both 300 and Trip Hawkins, Evidence of this 
‘can be seen in the fact that in mid-March 1888, 200 
‘entered ito the stock market witn an intial publ 
offering that valued the company at around $300, 
milion. At that point nothing had shipped. In 1993 the 
300 idea had reached insane proportions: Hollywood, 
telecoms, media, the public and 200 developers all 
knew 300 was the futur, 


Bo 

1 October 1883 2D0 ws launched inthe Unted 

States Six months late t launched ny Japan and 

si montis after ttt Europe. Jurassic Park 

interactive was to be the launch ts inthe US, 
but thankful, some might ay it sped. Crystal 
Dynamics’ rash 'V Bur was bunded with the 
console insteed. Played today, Crash 'N Bums clearly 
the mibsing nk between 16-bit and 32-b platonns, 
semething that admittedly ue of alto ey 
200 games, Game mechanics, sound and te ovea 
presentation gave ith fool fan tar ST gam on 
Steroids, yt the raphe were pure next generation; 
astonishing daw ane, textures full ton vio 
anal the much vaunted pelygens pecpe hac camoured 


How the 3D0 stacked up 


We look at the launch price of the 3D0 and the consoles and computers it was competing against 


ATARI JAGUAR 


for. White it was no kler application, it was by no 
means a bad game. Jaws predictably dropped and 
reviews for the game were very enthusiastic. 

Importantly t20 for 300, its detractors had baen 
silenced, The Panasonic FZ.1 had nat only launched 
‘on time and on budget, but it deivered on al of its 
performance promises, 

Let's tak about price for a minute: the topic itself 
is ameme. If YouTube, magazines and the web are 
to be believed, price was the only reason 300 fal 
‘and ciin't go on to become a resounding success. 
The American price was initaly high, Most rotalors 
‘were seling the console at $599 interestingly, its 
official st preaport was $699, but Trip explans t 
very few retalers actualy sold it at that higher price. 

In six months it was down to $00, about £300. The 
high price theory only holds wate if, and only if, you 
Used @ SNES and Mega Drive as a benchmark and 
ignore the subsequent competitive price drops, Which 
‘of course some people i, Against the PC or a high 
fend consumer CD Player, a fairer comparison for the 
console perhaps, 3D0 was an absolute bargain 

From a Briish perspective, 1994 an Intel 486 DX2 
{66 PC was around £800, and you could add a CD- 
ROM which was at least another £200. A Mega Drive 
plus its CD-ROM adc-on in comparison was £370. 
Philips CDi was £299 and so on. The 300 launched 
£399. After thatthe price of the 300 
dropped rapidly and matched the price of PlayStation 
‘and Saturn tury for turn Price was certainly a factor, 
‘but not the significant one that the internat would now 
have you beteve. 

Luckiy for us Brits, the 1994 UK launch of 200 
had 34 stles avalable. Standout tttes wore games 
lke Total Eciose, The Horde, Madden Football and 
FIFA Intemational Soccer To this day Shockwave is 
enjoyable, and Road Rash is superlative. 3D0 had 
some heathy conversions from other platforms too 
“noticeably, Alone In The Dark and truly stunning 
‘adaptations of Samurai Shodlown and Super Street 
Fighter Turbo, 


PANASONIC 300 


S-VIDEO OUT 


Despite an early headstart, 3D0 ultimately lost out to the power of 
m PlayStation. Her ae the ness stacked hfe 


| SAMPLING RATE 
REGION LOCKED? [im 


Trip 
i} Talks 


‘raze es motel hy edb 
threat bce Tey wed aly mle 
seater ang tomar or and tho 
Cao xr ar er ely pg 
enter beled taeda acne at 
Nad RM de mth dose, ges 
arian pea apne Thess 
€1300an vent apc ay are mde 
pig eer ad cede 
Poses nthae he bua foes te 
tebe neta th errr yw ese 
cipro are gosto sM ae be 
Cont teoravae gt maha get 
o-oo anon ce 


fortunate 
for mary it ust wasn't 
tainty 


new, mote 
Spment time 
er and far more expensive and as a result 
alot to learn on al sides, 
npsttion fared a great deal 
had no genuinely 
‘Atari Jaguar, 


0, Sega, meanwhile, fumbled 
ith expansion units and Nvtendo danced to its 
tune as usual, In truth, trom 1993 to 1 


and many gamers ard devel 
#. Magazines became filed with questions about 
Ridge Racer and asking things Uke would Namco do 


played host 
tbe termed ‘abuses of Cl ogy 
active it did't have 
disproportionately any more than any 
of tha tme. Today, for an 
catalog 


adorned many magazne 
Showed them off best and was pl 
houlder with thes they built hype; then, 


Tho 3D cea was ate oo feetsing a uc ten ad yous hades. 


PANASONIC 300 


Console Failures . 
Other high profile consoles that ultimately failed to make the grade Tri 


@ = : Talks 

6 - y "| 

‘ gee 1994 Trip knew 3D0 
AMSTRAD GxX4000 PHILIPS CDi NOKIA NGAGE 


RELEASED: 1990 RELEASED 1971 RELEASED 2003 
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more importanth, rev 
tried outflank them, 
ame dunng the 


Defining Games 


lanore the detractors, as the 300 had some cracking releases. 
Here are some of the most notable 


Posie aac 1994 m RIVER HILL SOFTWARE 


1994 PSYGNOSIS 
5s sequel othe Sapp 


ESCAPE FROM MONSTER MANOR 
19972 8 THE 300 COMPANY 


wasn't happy about EA 
to Team 


FIFA INTERNATIONAL SOCTER: 1974. ELECTRONIC ARTS 


PANASONIC 300 


the game covoopers were sure 
that hay gong to make that 1993 hoay sas 
the best products tke AFA and Rad 


REGION FREE 
15200 was one ofthe fst isk based 
consoles tobe egon fee, extrerely 
handy today or those that are electing 
the machine and want the be 
sible games. W's. astance more and 
‘more eomparies are now 
thei 


fate 
ciferirue multimedia capabites Thi 
hasnow become the norm rather than 
‘he exception, ahough many would 
argue that Mrosot ook the concept 


‘commonplace inthe industry, with 
actors and composers ften geting 
invlved wih new games. 


DAISY-CHAINED 
CONTROLLERS 
12 The 300 featved the ality tok 
several controls together. 3 
for competitive pla. Interestingly, 
trait thatno ether consoles appear to 
haveused, 


3D GRAPHICS 
mOne ofthe big 
S00 had at the time asi 
edge technology thal grealy ouehned 
the average PC ofthe time. Tiss 
something thts becoming rarer and 

rarer in todays 

fueled market, 


MULTITASKING 
OPERATING SYSTEM 


‘Nowadays, many modern consoles 


INTEGRATED 
UGHTSHOW 
‘= Playa music CD inyour 30 and 
db treated an tegrated 
lighishow t's cool system that w 
sed in both the PSB and Xbox 360 
andwe wouldn't be surpris 
itn the next ran 
Sony and M 


PROTECTION 
thet there was 
py protection bl into 


console manufaturerserelyprteet 
‘heirsystems and make nigh 


ss Teparahis team worked 
cozely wih developers ta nat 

cod licensing deals, 
but ao alract developers tothe 
‘console, Sonyistakingasmlar 
stance with PS4,realsng that, 
happy developers means more 

potential exclusives. 


builtin it. Wf feature thathas been 
used in madem consoles 
Uke Yoox 360. 


PANASONIC 3D0 


Demolition Man 
JURISICPARK INTERACTIVE Ap 


PERFECT TEN GAMES 


LUCENNES QUEST ROAD RASH SNOW JOG 


Height: 61" 


Bk Weight; 183 Ibs ; 
Bie: Corsair swallow 
x Cost: $200 


A rmodel bod boy, crus! 
and ruthless, Doni tty fo 
get on Axle’s good sith 

4 he doesn't Kove one 


LUCIENNE'S QUEST 


+» RELEASED: 195 
DEVELOPED BY: ICROCABIN 
» BYTHE SAME DEVELOPER: 
THEDEEPALUEFLEET 
‘When a system i starved of 
becomes easy to 
lavich praise on unworthy 
ttles. Desnite being one of fw 
LIRPGs released, Lusenne's Quest 
deserves is praia, By no means 
‘an ep quest (needing uncer 20, 
hotest was packed with ight 
hearted charm and clever iseas. 
Rather than playing a harrnonaly 
lonraged teenager with spy har 
io olher RPGS, You contol a 
war’ female apprentice wino 
deciles to lp a warrior cur his 
iyeanthropy, only tobe joined by 
qual cobvurl charactors. You 
80 begin with teleportation magi, 
‘ich oirinates all backtracking 
The battle system mean is 
fun and unique, allowing teatime 
damage ta the surroundings. tha, 
‘but enjoyable 


STFA CONTROL 2 


STAR CONTROL 2 
> RELEASED. 
"PRL Ree FRED FRO 

BY THE SAME DEVELOPER 


STAR 
Explore outer space while 


‘communicating with strange 
alien races, having helishly 


intense dogfights, and 
unraveling a millennia old 
mystery alin order to free 

Earth from the “slave shield” 


'3PC por, the 3D0 tration of his 
space opera was vesty supe 
fon dniogue beng 
rerlaced wth some excelent vice 
‘acting. Paul elon Il anc Free 
Ford spent te final se orth 
dveloning the game witout pay, 
and the ast averaging 18 how's 
a day, seven days a week — 


on screen: Werth 
descite The U 
being fee. 


RELEASED: 15, 
» DEVELOPED BY: ELECTRON ARTS 
» GY THE SAME DEVELOPER: 

MULE. 

{twas late ariving on the 300, 
but Road Rash reinvigorated 
the bikes-and-violence formula 
like never before. Gare wera 
the eartoony sts ofthe MD. 
‘games, nstoad replaced with gity 

Ligiisnd characters ~ every 
of vioence with a chan of lb fl 
‘wonderfuly savage and gutual 
Ervronments wore als ily 20, 
vith an exhiarating sense of speed. 
But the biggest imotwoment was 
atmosphere: heavy rock bands ko 
Sourdgardon alowed their usc 
1o be used, whieh, when combined 
withthe betwen races barroom 
‘sumeal-pastche of talkative yet 
scummy bikers, genuinely made 
you feo! ike a member ofthis 
carbwrettar undecclass a socal 


misceeant with a penchant for bes, 


booze, heavy rock, and vilence. 


925 


DAGBARY SRL 
e 


er 


POLICENAUTS 


» DEVELOPED BY: KONAMI 
» BY THE SAME DEVELOPER, 
‘There are many Japan-exclusives 
‘worth mentioning ~ Policenauts 
‘was also released on the Satu 
‘and PSone - but more should 
know about Hideo Kojima's 
“forgotten” game. Create 
bbetweon Snatcher and Me 
Solid oath 
ropertedly 
Basicaly another paincand-coe 
advertve (wth ace ightgun 
action soenes), what makes 50 
ais te atmospheric story 
line. Youre a Poles Astonaut 
‘eran otial space statin, who 
‘ene up tczen in deep space fr 
‘anumber of years after a freak 
dent. Later 


rexun tothe staton and soe 2 
‘yng consriracy, Lucky fo us, a 
‘group of fans have made an Engish 
translation patch, avaiable at 
www-policenauts.net 


iG Milwoitee Jou Slim Jim 
Hose Jellorsoa Peat! Mekvedy Tilon mike were 
Arey Bass Rhoade the Bash 


+» RELEASED: 1795 
» DEVELOPED BY. STW: 
» BY THESAME DEVELOPER: 
BLADE FORCE 
“Am FMV game?!” we hear 
you collectively ery. Yes, but 
‘that's very good. I's actualy 
‘ogarded as ore of the al time 
best hn the gene ~ ast us on this 
Instead of Paving an embarassing 
and nonsensical ot (ike most 
FMV games), Snow Job tos 
place on the ofty streats of 
present-day Now York: youre an 
fexcop trying to bust a drugs fg 
hie preventing the murder of your 
DA gations, Unike traditional FMV 
games, which involve pushing one 
‘or twe buttons, this pays the a 
dotaied pointandicick adventure 
sing digitised 360-dogre0 
femiitonments and FM for e3.ogue 
sequences, Passa acting and t's 
‘quite conoicated; adverture fans 
shai love it 


ITMERCENFRY 


Seen by many as folly, Trip Hawkins’ 3DO nevertheless 

featured some stunning games that deserves to be 

experienced by the more open gamer and we've selected PERFECT 10: 3D0 
the cream of the crop for you to cast your eyes over 


SS 52 SD 
bn are —_ 


RETURN FIRE THE NEED FOR 
» RELEASED: 195 ‘SPEED 
» DEVELOPEDBY: S-ENTSS » RELEASED: 14 
> BY THE SAME DEVELOPER: » DEVELOPED BY: ACAN 
RETURN FRE MAPS OF: » BYTHESAMEDEVELOPER: NEED 
FORSPEED UNDERGROUND 
From the team behind Test Drive, 
The Need For Speed ell to EA 
through acquisition. I aspred 
a diving game 


Designed by Baran RK Ven 
Wolfshiald, Fetur 


timate consol racer A 
With thre tks, bac 
\oraud shading. sim ester of 

supercars, deftly underscore 
etal, rom the FMV into fr ach 


ture the enoary 

{io your base, At 

army equiped with heseaptess, 
tanks and armcured support 


2110 a presenter shoctng a voley 
vehrcles ~ stooped in classical us 


‘of statstes at you, th 
signature 


‘une, Univaied as a mutiayer ere recorded for te Fst 
‘game atthe tene 


r avaidle and engine 


significant when you conser tha 


a's fectory spec 3h 
tae 


tory is Ike paying every civing 
‘game othe last en years. 
Its po wonder thon that 
popular sti thrves 


WA? OF THE WARAIA Ss UNS COMMANDER 3 HERAT OF THE TIER 


ass 


L 


a @& yy 


6 lt was the first time | 

had encountered parallel 
processing, which took 

some getting used to 99 9.3.1. 


Atari's last games console remains one of the 
biggest missed opportunities in the history 

of our industry. Kieren Hawken went out on 
the prowl to find out why this much-maligned 
console is still purring after all these years 


he Jaguar story begins back in 1989, 


the same time Atari was 
19 its Lynx handheld. Richard 
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ATARI JAGUAR 


‘aarp wera al, 


Best Jaguar Ports 


STUNNING CONVERSIONS TO SEEK OUT 


—_ 


DOOM RAIDEN 

YEAR: 199% YEAR: 1993 

The Jaguar version fDaom One ofthe Jaguar launch 
became thecnethatmany tiles thiswas also one of 
laterconsoleports were thefew areade conversions 
basedupon John Carmack _toappearanthe machine, 


programmedithimse¥’and  Upenitsorignalreleaseinthe 


eserbeditashisfavourte arcades, Raiden was lauded 
version Thissuperbport —_beingone ofthebes vertical 
features over 20leelsof _shoatem-upeofall ime. The 
bloedhirsy action with overall qualy ofthe Jaguar 
fullscreenvisuas,cerie _versonfarsurpassedthose 


sounds and some great found on the ié-btsysternsof 
lighting eects. ltalsomakes _thetime and, thankfully has 
Use ofthe Jaguarskeypadfor —nonecfthe sprite fckeror 
‘weapon slecionandcame __slawownthat's associated 
supplied witha handy overay, withthe, 


INTERNATIONAL +WORMS 
SENSIBLE YEAR: 1996 
SOCCER Team 17's Worms ranchise 
YEAR: 1995 Isonethat endures te this 
Mary peopleregardSensible day, but many people argue 
Soccer asthe estfootbal _thatsubsequent games 
‘gameofalltme Itsadinthe _haveniteapured the magi 
rrillane when twasreleaced _ofthecriginal.One fhe 
forthe l-bthomecomputers _ bestmultplayergames out 
‘andsoonsawitswayorto ther, the Jaguar vers is 
consoles Thisversionhas _ofpartearnote his sar 
torankas the bestafthe to the PlayStation and Saturn 


‘bunch mosty duet the 
vastvimproved A that ses 


versons but benefits rom 
richer graphics ands rising 


efenders sing youdovm —_bugsthat plagued hose pers, 
‘much quicker andgoakkeepers suchas thejump bug, ndodd 
pulingoffspectacdarsaves. graphical gltches 


The Jaguar had a European soul 


with a Texan hat 


launches in both Germany and France, with the UK 
intialy receiving a mere 1,000 units. The full worldwide 
launch of the console was delayed unt the summer of 
1894. Games were also very slow in coming too, the 
machine launched with the packin game Cybermorph 
plus Evolution: Dino Dudes (e conversion of the 
pooular Humans! a near arcade perfect conversion of 
Raiden and the visvally stunring Trever MeFur in The 
Crescent Galaxy. The press and consumers alke were 
intial unimpressed with the majorty of the Jaguar's 
launch line-up, as it contained two gamos 
airady availle on the Maga Drive or 
SNES and a game that looked great but 
played poorly. 
‘The packn game Cybermorph cid 

show promise though and received 
rave reviews, Attention To Details Fred 
Gill was the lead programmer on the 
game and remembers, "We received 
390 points out of 400 in one of the 
US magazines, with four reviewers 
‘each having 100 paints, and something 
lice a ten page spread which relly bow us away.” 
Homebrew programmer Steve Scavone remembers 
the launch well from a consumer perspective, “I got 
‘one of the test market Jaguars in 1893 and, when 

popped in Cybermorph | was blown away that @ 
‘game console could do so much " Coder of Bales, 
David Wightman, offers up a realy interesting insight 
into what it was lke to work with Atari's console, “Tho 


Jaguar had a European soul with a Texan hat, With a 
‘ew exceptions, one of the reasons Euro teams had a 
‘potter time developing on the Jag was due to k bang 
brain in a box. Coming from 2-bit assembly coding, 
then onto the Amiga/ST where you ignored the OS, 
then onto the Jaguar where you hit the hardware 
direct —it was a breeze. Itwes @ just a big fat sprite 
chip with a pipe to the monitor which, in those days, 
was developer perfection. American coders by route 
of the Apple Il and PC had learned to go through a 
bios and an operating system to cod, thoy 
had a tough time dropping down to binary 
after the loury of APIs and tbranes which 
they had become accustomed to. That's a 
core reason why very few titles came from 
‘American corporations before launch, they 
struggled to find people who understood 
how to program hardware without a soft 
pilow to ston” 

Thebughout 1984 the software for 
the Jaguar just tickled in, despite over 
100 ties having been announced for the 
‘machine. it soon became apparent that developing for 
the Jaguar was problematic for many developers. The 
reportedly buggy chipset and a lack of support from 
‘tai, not helped by its precarious financial position at 
the time, have been cited, Fred Gil refiects, “I think 
‘Atari were, unfortunately, already in a downward 
spiral. They couldn't afford to create and launch a new 
‘console and so everything was done on a shoestring 


budget" Darryl Sti, the man behind marketing the 
Jaguar in Europe remembers: “Ta be honest, it 

s00n became obvious that the development team in 
Sunnyvale were struggling with tho Jaguar” Ths is 
echoed by Wayne Smithson, the man behind Attack 
Of The Mutant Penguns. “it was nitaly dificut 
get anything decent out of it because it had more 
than one processor,” adding “it was the first time | 
had encountered paralel processing witch took some 
getting used to, interleaving instructions to get the 
best performance out ofthe code was an art form 

in itso.” Steve Scavone was also quick to add to 

this discussion; "Atari was just not ready to release 
the system, and should have found another way t0 
survive to gat the bugs out of the system and get the 
proper tools in the hands of developers. | think 2 few 
more months would have been enough to dat, but 
everyone claims they did not have the money, 


‘The Jaguar sgn we sever enatds 
{oe vith sot yu ear sh 


Be tesabes 


hings did improve, albeit briefly, for the Jaguar 
with the emergence of several key titles; Jeff 
Minter's Tempest 2000, Rebelion’s Allon Vs 
Prodator and id Software's port of Dons that 
was programmed by John Carmack himself ll three 
of these thes arrved in 1994 and were quickly praisad 
by the expectant press. These releases actualy had 
people suddenly wanting a Jaguer, but the continued 
‘supply problems meant that Atari ust couldn't 
capitalise on this demand, There were also two more 
tits announced during 1994 that were set to arive 
{rom teams in France and Germany respectively 
Ubisoft started to show off the gorgeous Rayman, 
a tile that was originally supposed to be a Jaguar 
‘exclusive and started a franchise that sill endures to 
this day. Garman team Eclipse, wha were well known 
to Amiga and ST owners, announced and promptly 
released the superb Iron Soldier which featured fully 
8D polygon-besed worids to capitalise on @ consumer 
demand for mech games. Stefan Kimmiingen was 
‘one of the team members involved in this title and 
remembers the launch of both games very well, 


ATARI JAGUAR 


the back nt 


fecaling, “Atal invited me to the fist press conference 
in Germany where | won the Kasumi Ninja contest 
against guys trom the German gaming press, This 
was also the first time avor that the Rayman franchise 
and iron Soldier were shown oft. | was amazed how 
‘the Rayman character was animated. And, of course, 
everybody was freaking out when they saw the 
‘explosions in fron Sole” Iran Soldier would go on 
to.be one of the best seling tles forthe console and 
spawmed sequels forthe Jaguar, PlayStation, VM Labs 
NUON and PlayStation 2. 

It was in 1996 that the death knell began to toll 
for the Jaguar, the PlayStation and Saturn had both 
been released and Atar's machine just couldn't xeep 
Up. Evan the release of the Jaguar CD could nat 
holp things, as it came far too late to realy make any 
difference. This year actualy saw a decent amount of 
releases for the machine, but many of them were just 
ports of existing 16-bit console games lke Pitfall: The 
‘Mayan Adventure, Flashback, Zoop and the abysmal 
Double Dragon V Although there were some bright 
lights ike Missile Command 2D, | War, Super Burnout 


Best Jaguar Homebrews 
THE HOME PROJECTS YOU REALLY NEED TO PLAY 


TUBE: SECOND —IMPULSE X GORF 

EDITION YEAR: 2012 ‘YEAR: 2006 

YEAR: 2012 The original mpulsewass Ths arcade perfec 

The rignalversonf Tube Utle-known Arkanoidelone _convesionoftheclassicxin- im Thiegume sainbuletoan 
asrightyhaled asoneof forthe 2-btAtariFalenby ephadtobewihdravm from early romLucasAris— 

thefistJaguarhomebrews Duran. theteambeindthe saleaferan'ssueoverwho _ResaueOn Fractalus Fallen 

torealymakeuse tthe recent SurmwindforSeqs's owned therghtswitBaly/_Angelsonthe Jaguarbresks 
machine.Anorigialgame __Dreameas.n2012thegame Midway. Theprogrammer _newroundbybeinghefirst. 
with elements of WipEout wascorvertedtotheaquar _releasedthe game withthefull complete game tobe released 
and STUNRurmer.tsswyou — CDbyMD Games andthen __—Bessingofthecrignalcreator_onthemachine that uses 2 

racing down aseriesoftunnels  madeavalableoncaridge Jamie Fenton tyouowma —_woxelengine Tishelps create 


trying to achive the best ie, 
What makes his game even 
beteristhat twas released 
fortes, 


Yoo. The game features 40 
levels ofblock breaking action, 
along with high seore web 
ceades and aleve er. 


Jaguar then hisisone ot thefast 3D landseapesthat 


thebestisies outthere,ustbe youreraffies over as youtry 
awareyeulineed ahugewallet  toreseueallthestranded plots 
toounitthese days romiher sticken vessels 
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Darryl Still FANGEROP SARL 


Can you explain 
tous your exact 
involvement with 
the Jaguar as 
the Marketing 


tf Manager of 
Atari UK? 


Ijoined Atari as Product Manager 
for the ST. There was quite a 

large and thriving marketing 
department at that time. When 
the Jaguar came around | was 
running a very small department 
with a, frankly, minuscule budget. 
‘The majority of the push was PR 
based, which was very successful 
in making it the must-have 
machine for that first Christmas. 
Unfortunately, most people ended 
up not being able to get what they 
must have. 


‘You were quoted in the press as 
‘saying that Atari UK could have 
sold 20 times the initia allocation 
of machines they were given upon 
release. Do you feel the Jaguar 


‘should have been launched in 
Europe first where the Atari name 
was stronger? 

Hell yeah, but then | am 
somewhat biased. There was 

a longer disconnect between 

the gamer and the Atari brand 
stateside than wo had in most 

of Europe. It seemed we were 
setting shafted badly in favour 

of the US customer stock-wise. 
But, it was not too long before it 
became clear that actually there 
were shortages all round. 


‘Atari missed out on most of the 
16-bit generation, do you think 
‘they should have gone ahead with 
‘the cancelled Panther first? 
never knew the business reasons 
behind Panther’s cancellation. If 
all things had been equal — we'd 
hhad Panther, decent stock, and 

‘ good run-up —then ! suspect. 
some things like developer and 
publisher involvement would have 
been smoother. 


Can you tell us any other 
interesting stories about your 
involvement with the machine 
back then? 

‘The launch in New York was fun. 
We took Jeff Minter into “The 
Slaughtered Lamb: in Washington 
Square ~the pub that was 
mocked up to mimic the one in 
An American Werewolf in London. 
Jeff, with his love of sheep, just 
sat there clutching himself 

and moaning. 

I guess the moment that sticks 
in my mind most was when he 
first trialled the 3D surround 
in the small AV room 
and filled the whole area with 
games. | walked out from that 
just spellbound by what we 
could achieve. The other end of 
the scale was when the parent 
who we had not been able to 
supply for their much-loved son's 
Christmas present emptied the 
contents of their dustbin in our 
reception 


ATARI JAGUAR 


Best Jaguar Exclusives 


WHO SAYS ATARI'S CONSOLE HAD NO GOOD GAMES? 


It was the last machine where someone 
like Minter could be let loose 


ingol - suecesstuly porsuadod Hasbro i 
‘owners of the Atari brand! to release the Jaguar and ts 
‘encryption keys into tha pubic damain. Ths essentially 
alloyed Jaguar fans everywhere to start making 

their own games ‘or the machine, with it inspiring a 
fledgling homebrew scene that has since flourished 
with many games having beer released on both 
cartvdge and CD, From simple but eminently enjoyable 


and Val Dlsoro Sking And Snowboarding. they we then 
‘mostly got lostn the mix with the Sony and Sega 
hype machines in full flow. By now the Jaguar had 
1, pothans somewhat untai, reputation for having 
bad games. The realty was that t just didn’t have 
enough games and, even more important, the games 
that oeople wanted to play. Sony was promising 2D 
texture-mapped worlds, while Sega was offering up 
conversions of alts hit arcade games 
“The final year of the Jaguar's commercial fe tumed 
ut fo bo 1996 and the final game released for it by 
Acari was Virtua Fighter clone Fight For Lifo—a 
game that, while technical mprassive, played 
lke a dog. In February of 1996 production ofthe 
Jaguar ceased after Ata Corp merged with JT 
Storage na reverse take over. This effectively 
kiled off the Jaguar, bul we did see one fina fry 
of games thanks to stalwart thd party pubishers 
Telegames. It picked up the rights to a number 
of finished but unreleased gamos such as Iran 
Solder 2, Word Tour Racing, Zero 6, Towers 
2, Broakout 2000 and Worms, lranicaly these 
‘actually turned out to be some of the Jaguar best 
games, the tites it sorely needed back in 1994, 
But ths isnot the end of the Jaguar —not 
even closel The Jaguar ved on through a 
hardcore community of fans that dicht 
keep interest in the system alive, but who also 
ensured it had a new fe after they — notably 
aided by BarteSphare co-creator Doug 


‘games lke Painter Black Out! andl Jagmania to 


conversions from 


HOVER STRIKE: BATTLEMORPH MISSILE ALIEN VS. 
UNCONQUERED YEAR: 1995, COMMAND 3D PREDATOR 
LANDS |As youmayhave already YEAR: 1995 ‘YEAR: 1994 
YEAR: 1995 ‘guessed, Batlenorphisthe This gamemighthavebeen a Oftencalledthe Jaguars 
Te erry version of sequelto the fist Jaguar designed withthe Jaguar YR keller app lien Vs Predator 
HoverSinkewasorgnaly game, Cybermorph Released Helmetinmind,butitis every was thegame thatput 
knownas Batlezone 2000 and forthe JaguarCDasalaunch bits good without The VR programmers Rebelion onthe 
thenfenceiscearioseen —_tlterastcalyimproves_modestealstheshow,afull_ map, Featuringthree game 
‘hiscD verson Unconquered yponthearignal Thedrab, fst 3D tour-deforeethat views _mades where youcanplaya 
Lands features aruember pabgonsofitscldersbing are thegamefromatirt person the len Predator or Colonist 
cfimprovernen's.incuding _—replacedwihvibranttexture- perspeciveardrequresyou _ Mareiteambines elements 
asuperiotramerate,more _mappedexamplesandthenew toswitchbetweenyourthree of surviatwiththose ofa 
levels, FMVintos and an Words arefarmore complex bares tolake outenemy attack tradtonal FPS to create an 
ceternalcameraview Thsis _inthelrnatue,Poinless FMV. shisandhuge bosses tals engaging and genuinely scary 
‘hegamethatprovesthatthe _iskepttoamnimam and Throws power-upsino the mix, experience mayhavebbeen 
Jaguarcandorecure-mapped theestraspaceisulsedfor _adeng anothernewrelementto improved upon bys sequels, 
Pobgongraphicswheninthe ereatngvastplanetstobatie thetriedandtestedformulaot but the aguararignal stil 
rhthands your way across. the ongna arcace game, holds up very welliday 


other systems such as GORE impulse Xand 
Ancther World 

So why should the Jaguar be remembered? "I 
personally, and fondly, remember the Jaguar as the 
last machine where programmers were in contol of 
the hardware,” offers David Wightman, "It was the 
last machine where someone lke Minter could be let 
loose to create such mad ‘code ar’ as VLM. The Jaguar 
never sod in great numbers but dike to think of the 
Jaguar not as a falure, but a bookend to an incredible 
generation of creativity, where designers, coders and 
smal teams could dream up, erogram and launch some 
absolutely wid and wonderful games onto an eager 
public. What came after the Jaguar was the PlayStation 
hich for alts greatness, ushered in corporate 
development and with it the bleached, ropotive, bland 
ites which wel stil playing today. 
Isa santiment Wayne shares, toling us, “it was a 
bold move atthe time from an iconic campany who 
‘were pushing the boundaries. It could have been 
‘eat. I anyone knows why you should consider 
‘wring Atari's console i's Shawn Lavery, one of 
many people sill keeping the system alve today. 
Its] the plucky underdog with quitky games that 
Pavor quita made its potential known," he tos 
Us. Lucky for us then that Shawn and so many 
cther coders ara stil alowing us 7 see the 
Jaguar's potential some 20 years afterit was 
first created, 


20s 


BATTLESPHERE 


+ RELEASED: 2 
» PUBLISHED By: SCATCLTE 
» CREATED BAF. 

(8V THE SAME DEVELOPER: 
The eple space opera 
BattieSpherois a 

‘wiumphant example of what 
‘the Jaguar is truly capable of 
i's fled with clove 


batting tout to become cham 
arc Al dso presses, are 
passed H's 


Sestince the Ase 
a 


to te offical Battesghore webste 
for proving our mages, 
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PERFECT 
TENGAMES 


Atari's Jaguar had so much untapped potential that it pains us to see it so openly 
scored by the majority of gamers nowadays. Those in the know however are fully 
aware of the system's great games and here is a selection for you to go out and play 


PROTECTOR SE 
= meLAsen 
> tmeaTED 

TY THE SABE DEVELOPER 


you're looking for 
superb update of Defender, 
‘ts thes excellent offering from 
Songbird Productions that you 
should be searching out and 
‘ot Jeff Minter’s Defender 2000, 


TEMPEST 2000 

+ RELEASED, 

» PUBLISHED BY: ATA 

» CREATED BY 

» BY THE SAME DEVELOPER 
Jeff Mintor's Tempest 2000 
is justification enough 

{or picking up Atae's iLfated 

console. Beautiful look 


one ofthe rrost 
yrenen Joguer games awslabe, 50 


GORF CLASSIC (CD) 
» RELEASED 

> emeATED EFA 

+ ev she eve. orn 


The original arcade version 

of Gort was developed by 
Jamie Fenton ond released in 
1981, featuring ive progressive 
and very eferent levels, as 


ord rekindled the deve 
ry, has the honout of beng 
the oy cade pert 


due tlosreing 
issues, the thed Golaxars level was 
nforurrely, 


ake sue youre canyng 3 
het. Gort Case's atin and 
frei shooter thet you retum © 
agen endagsn 


ISSION: | 1 
oogos0 900000 
GAME OVER 


oo 
GALAXIANS 


IRON SOLDIER MI 
RELEASED: 1 

CREATED BY TW 
+ 8Y THE SAME DEVELOPER 


We're mentioning both 
Iron Soldier land a8 
theyre perfect examples of 
what the Joguar and Jaguar CD 
‘could do in capable hands. 
tls requre you to term arcu 
ina huige mech and lay waste 1 
whatever's focish (or unforunat 
era goth your way, ws 
a we variety of weapons from 
rocket launchers oa chai 
Each game features expansi 
ervronments though the 
version has greaty improved visuals 
anda stormng soundtrack 3 
vane of walhstructued sions 
and some ofthe most emanng 
explosions in any Jaguar game 
Some may bauk atthe slow pace 
of beth games, but vth so mach 
‘olen (hon Solder boasts even 
‘mor portals than the aeady 
corrprehensve orignal yout be 
‘ad you have some tre thnk 


“A GoiMG To KELP You 
im YooR ovest! 


ALIEN VS PREDATOR 


+» RELEASED: 
> PUBLISHED BY, ATAR 
> CREATED BY: REBELLION 
» BY THE SAME DEVELOPER, 
SNPERELTE 
Never mind the fact that 
‘Alon Vs Predator was. 
released a good 12 months 
after being a supposed launch 
‘ite, twas a landmark game 
for both the Jaguar and first: 
person shooters in general, thus. 
‘making it more than worth the 
wait, 
While AVPbossted spectacular 
visuals, which silimpress 
today, tas the sound tat truly 
iroressed. Witn no musi, creators 
Redetion used a selection of 
screams, exalesions ad gunshots 
‘o punctuate the sience of each 
vwel-constructed stage. twas 
inthe gameplay that AVP tty 
‘xceled though and whi the 
floaty contes coud be annoying, 
+he otferentatrauies of the twee 
rain pctagansts ~ human, alen or 
predator —and strategic cameplay 
‘more than made up fr. 


HIGHLANDER (CD) 
>» RELEASED: 
» PUBLISHED BY: As 
» CREATED BY; LOREDESGNLMITED 
» BY THESAME DEVELOPER, 
NA 

‘The Jaguar and CD add-on 

‘were starved of traditional 
adventures and RPGs (the only 
‘other notable exception being 
Towers I though that’s a fairly 
boring dungeon crawler). So 
acvertuees ike Highlander, which 
was exclusive to the system, are 
something to get ery excted about 
‘noved, Based not on the fins 
‘ranch — wich was Kiled by 
shee tially unnecessary soouels - 
‘ut rather the animated TY sores, 
you ply Quentn MacLeod on his 
Quest against rogue memoria Koran 
Controls ae comparable to Resident 
Evi youre abe to defeat enemies 
Using fists, ster, gun hie 
searching fortes that alow 
progtess Highly recommended, 
‘the ony problems rein = 
Memoryrack persheran order to 
save, A Unique and enjoys ie 
‘ha's well wert racking down, 


RAYMAN 
» RELEASED: 115, 
>» PUBLISHED BY: USISOFT 
» CREATED BY: IN-HOUSE 
» BY THE SAME DEVELOPER, 
KNGHONG 
Decent platformers are 
few and far between on, 
‘Atari's Jaguar, so when a ttle 
‘with the quality of Rayman 
‘comes along you can't really 
afford to miss it. Oigraly created 
‘exclusively fr Atar's machine ft 
as later ported to the PayStaton 
and other consoles ike the Satur) 
Michael Ancol’ platformer sil ooks 
‘Sumpuous and boasts some utery 
stunning locations. File with layer 
Upon layer of para scoling and 
beaut hand-drawn sprites its 
an amazing technica achievernent 
and periecily shows off previous 
‘aims 2oout the Jaguar's 2D power 
Despite the garne’s toughness 
‘there's no denying the edorabity 
‘of Rayman and t's tle wonder 
‘that Michael Ance’s creation is sll 
{appearing n garnes today, deed, 
Ubsott even released a counle for 
Netendo's Wi 


B/WN CD) 
» RELEASED: 234 
> FREELY RELEASED BY- BEE) WEST 
DEVELOPER 
> CREATED BY ATA 
>» BYTHESAME DEVELOPER: 
DONKEY HONG 

Black lee/White Noise 

‘was not offcaly released 
ddue te being cancelled befor 
completion, but since it was 
such an ambitious title and 
because the beta can be freely 
‘downloaded online, we thought 
tmust be mentioned. Hving 
ead the (ul and unedied Jagwire 
interviows with the developer, 
Itshistery alone warrants soveral 
antces, The team nad aunque 
sion, which today is comparable 
toa cross botwoon Shadowmun 
without mage or, moe accuratoly, 
[Newromance and GTA Il. Payers 
‘would have been able ta averse a 
‘massive cityscape whie completing 
msions, ing vohéles, shooting 
police. hacking computer networks, 
taking with NPCs, ard so on. Sadly, 
‘among other things, overly high 
‘arbitons sll tne project 


MISSILE 

COMMAND 3D 

RELEASED: 1795 

+ PUBLISHED BY: ATA 

4» CREATED BY: VRTUALITY 

» BYTHE SAME DEVELOPER: Wit 
Despite the Jaguar's VR 
Headset never getting 

released, Atari still saw fit to 


‘rom tis obvious oversight, te VA, 
version in parteulars great fun to 
ply and gives you clear example 
of ust how immersive she gare 
woud nave actualy been. Staring 
ffm an underwater base, you 
soon progress above ground and 
ito space tse Althe whle 
rrisses ee furiously rainng cown 
‘onyou and despite ihe fist person 
\wewpointtperecty captures, 
“he essence of the orgnal game, 
Speaking ofthe orignal Vitaly 
aso included but as wit the 
‘Tempest seen in Tempest 2009 it 
ws afr for perfect port 
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SEGA 
SATURN 


SEGA'S 32 BIT MACHINE IS WIDELY VIEWED AS SOMETHING OF A 
DISASTER, BUT WHILE IT MIGHT NOT HAVE SET THE WORLD ALIGHT 
IN TERMS OF SALES, THE CONSOLE WAS A VERITABLE TREASURE 
TROVE OF CLASSIC SEGA GAMING GOODNESS THAT, FOR THOSE 
WHO CHOSE TO EMBRACE IT, WAS A PEERLESS CONSOLE 


{ts not often that you can say of a console that it mimics 
for better or worse - the very attributes its parent 
‘company displays, but the Satum is such a machine. 

‘On the one hand, the Saturn very much reflects the 
corporate ineptitude and lack of unity that blighted Sega 
at the time (and indeed its relative failure at market 

‘was a major contributor in Sega's eventual pull-out 
from the games market barely more than half a 

decade after it launched), boasted one of the most complex 

system architectures around (and whose predominantly 2D 

‘tientation was at loggetheads with the three-dimensional 

shift the industry was undergoing at the time) and an array 

‘of games that was out of touch with what mainstream. 

“consumers wanted. On the other hand, for those who 

appreciate Sega's unique style of games along with the efforts 

of the Saturn's few, staunchly loyal third-party supporters, there 
will never be another console quite like Sega's 32-bit machine. 


‘Soge's thinking did have a certain degree of logic tot. The first 
TROUBLED BEGINNINGS sonal ‘was the cost of 


Ina trend that would set the tone forthe consoles traumatic ie, the 


machine. Sega's Mode! 1 board ~ 


Used in the Mega Drive port of Virtua 
The Satan stated ou mth cay Nates deep win Sog ot Chel er grade mosdes such asthe S2X vv hot acho 
Jopan's Research and Development depariment. Originally going under 

machine was essentaly designed 


first next gen’ machine to hit the shelves ~ appearing to vind 
‘Sege's management. 

With GigaDve, Sega thought it had found the ideal solution to 
While this might have seemed like a suicidal prospect atthe time, ‘his: create @ machine thal could hancle Sega's Model 1 games, 


“IN ATREND THAT WOULD SET THE TONE FOR THE CONSOLE’S TRAUMATIC LIFE, 
THE SATURN WAS BORN INTO A SEGA FAMILY BESET WITH PROBLEMS” 
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Year released: 1994 
£44,800 Wapan 
ing en mo 


um Magazine, Mean Machines Si 


‘Why the Saturn was great... Despite the errors that 
2D machine, for fans of Sega's unique stye of game - especially ts 
turn remains the only place to enjay the works of Sege's intemal 


SEGA SATURN, 


{are ihe Virtua On, th ear 
’ 


“WITH A PRICE POINT WAY BEYOND MOST GAMERS’ MEANS AND 
LAUNCHING DURING THE GAMES INDUSTRY'S QUIET TIME OF 
SUMMER, THE MOVE BACKFIRED HORRIBLY” 


Gale ee, 
tar esanpe 


‘but focus predominantly on 2D games ready for a Japanese launch 
in late-1994, Unfortunately, Sega's efforts couldn't have been more 
misplaced. A year before the launch, Sony Computer Entertainment 
formaly announced that intended to enter the console market with a 
‘3D-capable machine that not only knocked the Sarum into a cocked hat, 
but also blow th Model 1 board that gamrs had been swooning over 
away. Sega was in maj trouble. 

The resuit was a complete redesign of the Saturn. Out went the 
simpli single processor that had been 
intended, and in went two SH2 
RISC processors, along 


‘with dual VDPS in a bid to create a machine that was capable of 3D 
performances somewhere between the Model 1 and the anew 
Mode! 2 board that was being prepared to launch with Daytona USA 
Suffice to say, it was a tough haul, and this showed when the console 
launched on 22 November in Japan, witha launch line-up that included 
such abysmal efforts as Gale Racer {known as Rad Mabio inthe 
‘West, it 2 meant that Sega needed a serously big game to wow the 
Jopanese punters ~ and fortunately, it had just that. While Yu Suzuki 
and his AM2 team had enjoyed fame before with the kes of Outun, 
‘AMZ had realy shot o fame with the Made! 1 arcade board, fist with 
Virtua Racing, then Virtua Fighter Using realistic physics to heighten the 
pperoepton of realism, Virtua Fighterin particular had been impressing 
arcade-goers ever since its 1993 debut. Not surprisingly, Sega ensured 
that the Satum port of the game was ready to go when the console 
launched in November, with the console seling 260,000 
consoles in just two days. 
‘While the folowing months saw the 
figures tal off, lett Soge free to 
plan the Western launches, but this 
presented its own problems. High 
pice points and a general disinterest 
in next-gen formats had already 
effectively accounted for the 30 
and Atar Jaguar by 1995 (both 
‘wore still being supported bust the 
writing was cleary on the wall) in the 
West, and Sega of Amenea boss Tom 
Kainski felt it wasn't the time to launch 
‘anew console while 16-bit sales were stil 
sttong (a view that would later be confirmed, 
8 16-bit sales remained strong for well over 
another year). However, Kainski’s politcal stock within 
the company had taken @ major knock withthe rep fling 
of the 32% (something that would alse not be helped by the 
launch of a new, more capable console}, and with Saga of Japan 
keen to beat the PlayStation io market, the Western launches of the 
Saturn wore pushed through as a matter of urgency, 


It was a disaster. The Satur launched on 27 Apri 1896 in the US, 
and then on 8 July Europe. With @ minal amount of fanfare, games 
{and consoles simply aved on the shelves and in some countries, 
neither the specialist press nor the media a large were sent review 
‘material from one day to the next, the Satu sim arived. 

“The games were a mixed bag as wel. Whereas Sony had been 
hyping up Ridge Racer, Tah Shi Den and other texture-mapped 3D 
‘games ahead ofthe PlayStations launch, the highights of tho Satum’s 
launch were the ‘raw’ polygonal Virtua Fighter bundled with machines) 
‘and a port of Daytona USA that ANM2 had huredly ported in under sic 
‘months. With a price point way beyond most gamers’ means (£298 
in the UK and $499 in the USA and launching during the games 
industry que time of summer, the move backfred hombly. 


THE 'BIG THREE’ 
As Christmas drew cise, things were looking perlous for Sega, The 
PaayStaton launch came and went, and —adking further weight to 
Kalessk's argument thatthe West wasn't ready to go next gon — filo 
to really atvact the huge sales Sony had wanted {and spent large 
amounts of market cash on chasing, Sega needed some big hits, and 
it looked lke it was going to get them, 

“Thanks tothe intial rush to redesign the console, the fist generation 
cof games had to be rushed through. However, by September 1995, 
Sega of Jagan's teams had taken a year to perfect ther techniques. 
‘and most importanty, had some great games they could vy them out 
‘on, During ths tme, Sega's Model 2 board had become the arcade 
hardware of choice forthe arcade department, and its two top studios, 
‘AM2 and AMS, had three games ready for porting. The frst to make 
‘was AM2's Virtua Cop. The ightgun game had bean strugging since 
its heyday in the Eighties, and AM2 saw the chance to renvigorata 
it with Virtua Cop, a game that was as much about precision as raw 
‘adrenaline, The second AM2 ttle was Virtua Fighter 2. With the 
success of the VFI undeniable, @ sequel was inevitable and Suzuk's 
team managed to deepen the game and inerease its fhilty to the 
point where it seemed further improvements would be impossible. 
“The third game in the queue was AMG3's Sega Rally The brainchild of 
Tetsuya Mazuguchi the game was about as far removed from Daytona 
USA.as you could get, attemoting to create a deep raly game that was 


realistic enough to the point of being convincing, but without making 
things overiy complex In short, the ports were a complete success, 
‘Technicaty 2s wel as in gameplay terms, there was nothing on any 
console to touch them at the time, and while Saga Rally and VE2 would 
miss Christmas in Europe, it didn't stop Sega Rally setting a record for 
the fastest seling CD game in the UK, and global sales for the Saturn 
finaly started to catch up with those of the PayStaton. 


THE BEGINNING OF THE END 

\With the Christmas parod a comparative success, Sega was upbeat 
going nto 1986. At £3 that year, Kairski announced that "Sega games 
‘would be the success of 1996”, and on paper he should have been 
right. The Saturn's line-up for the year was strong, cluding @ new 
Sonic game, NIGHTS, anew Panzer Dragoon tle, Virtua Cop 2, a 
reworked Daytona and Fighting Vipers, butt didnt end there, Sega 
‘also took the wraps off its new analogue contoller {due to be bundled 
with Yul Naka’s NIGHTS} and Sega also used E3 to unvel its NetLink 
‘modem and intomet servco, which was expectod to debut in tho 
States that autumn for $189 and, by offering an affordable intomet 
‘access machine, helped Sega sell the 1.5 milion consoles it was aiming 
for in 1996, as would aggressive price cuts on the hardware. And with 
much hype surrounding the Model 3 board, Kans also used E3 as a 
platform to announce Yu Suzuk's third game, 

Sadly, things dnt go according to plan. Consumer interest was 
‘changing. While arcade ports had been fine before then, gamers were 
expectng more — and the PlayStation was defvering that in spades, 

No bettor is this demonstrated than with Formula Ono, Both Sony and 
Sega had acquired licences for the 1995 season, but whereas Sega 
ssquandarad its leenca on a rather tame arcade style racer called FT 
Challenge (or Live Information as t's known in Javan) that oni featured 
‘a handful of playable cars and tracks (of which only three were reall, 
Sony entrusted Psygnosis with is Icence, who in tur enlisted the 

help of Bizare Creations to create an in-depth Formula One sim that 
attempted to re-create the whole season, While Sega's game launched 
firs, barely managed to register on the sales chats, whereas Formula 
One became Europe's bestseling game of the year 1986 and finished 
second in the global sales chats to anothor logondary PayStation to, 
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“WHEN SONIC X-TREME WAS ANNOUNCED AND DEMOED AT 
E3 1996, SUCH WAS THE BACKLASH THAT SEGA ULTIMATELY 


QUIETLY DROPPED THE GAME’ 


I waset only here that Sega scuandered chances, Tomb Raider 
had been knockang around on release schedules as far back as the 

32X, and given Cow's strong relationship with Soga, it came as scant 
surprise that Lara Croft fist debuted on the Satur. Not only aid Sega 
‘squander a chanea ta make a fuss about this fa mistake Sony did not 
rmake}, the fact the suisequent PaySiation version looked better added 
{uel tothe argument that the PlayStation wes the better machine. This 
vas also true of the ports of Psygnoss's two big PlayStation launch 
‘games, WipEout and Destruction Derby: When it was announced that 
‘both games would receive Satu conversions along with some of 
Psygnosis's other PayStation ties, it seemed lke Sega had pulled off 
‘an elaborate coup, but ulinately the delays and subsequent poorer port 
‘qualtios moantnaithor gam aided the Satum’s cause. 

However it wasn't just Sony to blame inthis. Sega's reliance on 
arcade ports ata ume whan the frst dacicatad console games ware 
‘coming through dd nothing to endear the console to gamers, especially 
\when its next big round af conversions — Fighting Viners, Vitua Cop 2 
and Daytona USA CCE—were arguably weaker games than the 'Big 
‘Three’ that had preceded them 12 months eerie 

To compound this, Sega's own console-specifc stuff fled to register 
\with the punters, Whie both excuse ties that stil hold uo wel today, 
‘both NIGHTS and Panzer Dragoon Zwei fled to sel the console. And 
\what of Sonic? When Sonic X rame was announced and demoed at 
E3 1996, such was the backlash that Sega ultmately quietly dropped 
the game and started work on a high-resolution port of Maga Drive 
‘game, Sonic 3D Blast. 


1997 —THE END IS NIGH 
Having been pushing Sony hard 12 months eatler, as 1996 rolled into 
1997, became clear that Sega had vitwally conceded the market 10 
Sony, with Nintendo secondin ine to scoop up whatever remained, 
With Soga’s proposed merger with Bandai rapidly collapsing and 
the company busy with the Dreamcast ~ the hardware was already 
‘being demonstrated behind closed doors at E3 ~ 1997 took on the 
form of one final hurrah forthe Satum. Typical, this took the form of 
more arcade ports ~ Manx TT, Last Bron, Marvel Super Heroes and 
{an assortment of ST-V ports being the mast high profie ~ but would 
‘also see some interesting new additions. The biggest factor wes 
Sonic's long-overcue anval on the console, The frst game, Sonic 3D 
Baast, was a glotiied hives port of the Mega Drve game, whose main 
highight was, bizarely enough, the CD soundtrack crafted by Sega 
‘of Europe's in-house musician Richard Jacques, but this was just the 
start. During the summer, Sega launched, Sonie Jam a retro pack with 
the four Mega Drve games and a 3D "Sonic World’ where Sonic could 


Sei Tous AH or many peoples es ga ad ith Sen's enalgue 
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Later es ie Seutygurentten sal developers ke Rag heed keep Satur ans 
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run arcund and perform various tasks as a conceptual demonstrator for 
‘what woul later become Sonic Adventure on the Dreamcast. This was 
olowed by Sonic R, which was developed by Traveler's Tales who had 
‘done Sonic 3D Blast, and was a platfom-oased racing game that while 
perhaps not the groatest game over, was a wonderful technological 
showcase for what could be done on the Satur. 

With the much taked-about VF2 port with or without upgrade 
cart) seemingly dead in the water, AMZ signed off from the Satu in 
style with Fighters MegalVix. Based on the Fighting Vipers 2 engne 
and gameplay mechanics, the game merged VF2and Fighting Vipers 
characters (along with assorted other AM2 characters in a colossal 
fighting game that came very close to ecipsing VF2. 

Likewise Lobotomy, who had puled off the very impressive 
Exhumod the yoar before, was entrusted to port over PC hits Duke 
"Nukem 3D and Quake, a task it proved more than capable of 

By the end of 1997, however, it became clr that Sega was done 
with the Satur, with Buring Rangers, Panzer Dragoon Saga and 
Shining Fer I the ast games of note to be pulblshed by the camoany 
in 1998. However, this wasn't the end of things forthe Satum —at east 
in Japan. The machine's 2D power was more than capable of handing 
Neo Geo and CPS2 ports — especialy when used in conjunction with 
RAM carts ~ allowing Capcom and SNK to port their more elaborate 
2D games with a great degree of accuracy, while Tecmo was abie 10 
Use the knowledge gathered by Sega to port across Model 2 game 
Dead Or Alive. The avaiablty of STV boards also meant that smaller 
‘companies lke Treasure and Razing could continue to find a home 
‘or thor games in the console market. Sadk, vary few ofthe games 
released during 1998 made it out in Europe or the States, forcing many 
<dediested fans to turn to importing to get thei gaming fo. 


THE HARDCORE CLASSIC 
‘The opening page of the February 1997 issue of Saga Satu 
‘Magazine states that “Owning a Sain is making a statomont,” and 
‘rom a gamers point of view, ths is almost certainly true. There's no 
denying the meptitude of Sega's management dung this time; in 
virtualy every conceivable way, the machine was at loggerheads with 
‘what the market wanted {and forthe most part recsived, courtesy 
of the PlayStation), and arguably, the precanous financial postion 
the Satum left the company in, along with the damage done to its 
reputation, put its successor, the Dreamcast, on the back foot before it 
had even launched 

But equally, there's no denying the excellence of the console’ 
‘games, With the arcade heritage of both Sega and its key third 
partes, such as Capcom, SNK, Treasure, Razing Tecmo and co 
= arguably ata trme wher they were al at their create peak - it 
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comes as itle surprise that the machine's best software tended 
to find its origins in the arcades. While it should be ported out that 
very few of the games themselves are exclusive to the Saturn in 

the traditional sense —even Sega converted its big Saturn ports to 
the PC using its iMated Sega PC label — such is the gulf in quality 
between the Saturn and other home versions that for most arcade 
‘gamers, there was only ever one machine worth bothering wit. 
Even more so considering that certain ports were arguably better 
‘games than thair arcade parants. 

‘That's not to say there wasn'ta great array of console-spectic tiles 
“The offerings of Sonic Team and Team Andromeda spring instantly 10 
mind, with NIGHTS, Burning Rangers and the Panzer Dragoon logy 
all demanding of a place in any selfrespecting Satu colection, along 
withthe excelent Shining games (Team Sonic), Guarcian Heroes and 
Sihouette Mirage (Treaswe}, along with mary others. 

Even today, despite the widespread availablity of sequels and 
re-roleases on other formats, the Sega Satums stil a worthwhile 
investment for those who appreciate the unique gameplay styles of the 
companies that supported it. n terms of decication to delivering the 
most fathful espenences possible, especialy arcade ports, the machine 
's stil arguably peerless to ths day, a state of afars reflected nthe cult 
Status it deserves, 

‘As such, the matket for the console remains buoyant to this 
day, neary a decade on. While the abundance of unwanted PAL, 


‘machines and games can make the machine an attractive prospect, 
bbe warned: those wishing to gat the best out ofthe Saturn must be 
prepared to invest handsomely. While several fancy limited-edition 
machines were released in Japan, our recommendation would be 
to pick up a ‘double switched’ PAL machine, coming with region 
selection and 50/60He selection switches to enable you to play 
imported tiles and poorly optirised PAL titles inal ther ful-screen, 
full-speed glory, Such a machine won't cast much — indeed, i's 
possible to perform the mouifications yoursoif using one of the many 
‘online tutorials, - but some of the rarer and more desirable games 
‘can fetch top prices these days, so be praparad to spand. Certain 
titles can now fetch uowards of £160. 

However if the particular type of game offered by the Satu is your 
‘cup of tea, then t's ultimately worth it. Wie it would be foots to 
pretend that the Saturn was anything other than @ failure in the business 
sense, there'l probably never be a machine quite ke it 
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While the Satum had a tough time in the West, it 
received plenty of support in Japan. Here are three of 


GO EAST, YOUNG MA 


‘our favourite tes that never made to Western shores 


Title: Prncess Crown 
Developed by: Aus 

Everyone enon the Sater was capa of 
incredible sorie-basedvsuls, ana Pncess Crown 
|sere ofthe bas tos tonight bs fact With 
‘rule, eromous,fidy meted characters 
evn and fghting each ater al over he screen, 
Ieserough to met the yebals, Grmepy was 
equaly excelent, wth platy of varity Paying 
one of svora charactors quests, you eared a 
fantasy rear fighting ago, gti, end other 
mythical ceatures,usrg aunque Sveet Fgh 
‘ye comeat sys, You cou sa cook foe Yo 
rake hosing ems. Asescme. 


Tite: Dracule X: Noetuene in The Moonlight 
Developer: Konan 

“Thanks to flagging sales the West, Konam’s 
‘Noctume In The Macnigh: never appeared 
cuts Japan. Essentialy a beofec-up edition 
(of Syghony OF The Night abet wth rousher 
visuals, slawown, and lengthy lacing times, 
NNoctume alows you ta st play as one of the 
different characters —ncusing Setar excusive 
‘Mari. It s0 has planty of new woapons and 
leven two new locations, The Cursed Prison and 
Uncergrounc Garcn, to dscover Wh paying 
‘though even you have aes olay the 
superice PlayStation version 


Title: Psychic Kir Toroursry 
Developer: Time Wamer interactive 

Itmay indeed reach extortonaie ces on 
ley, but th’ super efor fom Teme Warner 
Ineeractve easy usties ts £200+ asking 
pric, only so you can constanly gaze at 

It ternarkabe aesthetic Filed with he sort 
of graphical Wckery that wouldnt ook out 

of pace in one of Teasure's games, Psychic 
‘iors 2 sunrsng exarnie of what capable 
‘signers cou achive wth the Saturn's 
hatha, The game's not bad ther, paying 
Ikea ers between early Snnab: games and 
Alisa Dragoon 


aa 


SATURN 


PERFECT TENGAMES 


Forget the fact that it was an alleged nightmare to program and that it came a poor second to Sony’s all-conquering 
PlayStation, there is stil much to discover on Sege’s (unfairly) maligned console. Featuring both jaw-dropping 3D 
titles and an eclectic range of 2D games, Sega's Satu quite frankly has something for everyone 
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NiGHTS INTO DREAMS 


RELEASED: 196 


SATURN BOMBERMAN 


» RELEASED: 195) 


» PUBLISHED BY: SEGA 
» CREATED By. SONCTEAM 


» PUBLISHED BY SEA 
>» CREATED BW: *s050N 


» BY THE SAME DEVELOPER: BURNNGRANGEES 
Q)] stint hoosing ut one of Sane Teams 
‘Saturn titles, and we debated endlessly over 
this or Burning Rangers, but as NiGHTS i so unlike 
anything else and came out fest, it had to go in. The 
‘gameplay bas cally involves #ying around a pseulo-3D wor 
passing through ngs to open the level ent The atmosphere 
's sured, butt reach that euphoric state you need to 
‘master the ar of infinite loping: pessing trough rings quick 
‘enough to maintain the timer and effectively 0 the vel 
several times while generating insane scores, Ir doesn't 
‘lek for everyone, but your mind is exsandel enough it's 
aged. Aso, don't forget Chrstmas NGHTS. 


» RELEASED: 1797 


CREATED BY TREASL 
BY THE SANE DEVELOPER: 
CUNSTARHEROS MAROTENNS 


» PUBLISHED BY: SEGA 


» BY THE SAME DEVELOPER: ADVENTURES. AND 
(02 Bomberman ne ofthe preset sre ove 
created, and Satur Bombermanis the pinnacle 
of the series. Every single post Saturn iteration of 
the franchise generates the question: is it as good 
{8 Satur Bomberman? None are. The rain reson 
's thatit’ the ony version supporting tn simultaneous 
players ona single seen, which pure rivvana.Anather 
's that while most Bomberman garwes are fity Derg in 
singleplayer, the Satur’s solo mode i equaly as goon as 
the mutiplayer Beauttul anime our scenes, ingenious eve 
lesign, intersting enemies and powersps. Whether alone 
orina group, Sarum Bombermanis awesome, 


‘SHINING FORCE Ill PANZER 


— DRAGOON II: ZWEI 


» PUBLISHED BY SEGA » RELEASED: 17% 
» CREATED BY: CAMELOT 
> BY THE SAME DEVELOPER: 


» PUBLISHED BY: SEGA 
>» CREATED BY: TEAM ANDROMEDA 
» BY THE SAME DEVELOPER, 


No other system at the time ‘The Shining series has PANZERORAGOONSH 
could do 20 like the Saturn, always been a favourite We've already covered 

and the game exemplifying this among Sega stalwarts and, ‘Saga under Why You Must 

Was Guardian Heroes, Uike ‘after the Saturn's first person- Play, but 2welis such a different 

Final Fight, wich had 2 varia perspective Shining The Holy ‘experience, is worth including 

pane af mavement, Heroes only ‘Ark fans rejoiced thatthe series actitiae Posaat carne, Wsth 

had thee planes whore movement ‘would return tots strategy RPG ‘vals shooter which Bloc 2 

was reircted to elt and ight, wth ‘roots forthe first time in 3D. Tho nual sey ine and ethoteal 

payers needing to atomate between basic mechanics werent a drastic aérntophore vith seme riers 

‘hom. ensured the fighting engine Loparie fer past instalments, action: Unkle eertornpocaiog such 

‘yas precise, well defined, and ike ba there were several advan, 3: Star Fax, Ze slowed the camera 


anything else. Measure ao biessed 
‘with a fantaste are into, and 
azons of ames of syperiqud- 
smoath animation. Then there was 
‘he abit to collect exva charactors 
to ight as, and even contol a 


‘such a8 the fiendsho system, 
Uniorunatal, for al is excellence, 
its also a source of annoyance for 
the Sarum cornmuity, Only the 
fist of the provosod three-disc sat 
was vansiated ito Engish, with the 
Power'ul Undead waror Pure genius. second two ony in panese, 


to be panned al around the dragon 
mount. and therefor fie at enemies 
coming fom al rections. Ialso 
improved on the frst by providing a 
devastating berserker attack Ze! 

is remembered best forts wile set 
peces anc epic bosses. 


SEGA RALLY 
CHAMPIONSHIP 
2» RELEASED: 9951 199 
JBLISHED BY SA 


VIRTUA FIGHTER 2 
1» RELEASED: 17950 1780 

» PUBLISHED BY: SEGA 

» CREATED BY: A0i2 


VIRTUA COP 
» RELEASED: 175 

» PUBLISHED BY: S=aA 
» CREATED BY: AN2 


> CREATED BY: :3'STEAM +» BYTHE SAME DEVELOPER: » BY THE SAME DEVELOPER: OUTRUN 
» BY THE SAME DEVELOPER: DATONAUSA SPACEHARRER, 

MANKTT SUPER While the Satur didn't Prior to Virtua Cop, the 
‘Sega Rally might have only lack decent 2D fighters, htgun game had been 
had three cars and four none of them could hold a candle the doldrums. However, 

circuits, but thanks to its endless ‘to VEZ While it wasrit the rrost ‘Yu Suzuki's AMZ team saw the 
‘ime-attack options we're stil ‘acess garve a grace the console _—_chance ta revive itn 1994, and 


struggling to put it down. Tho key 
10 Sega Palys bianco los nits 
crcult design and harding, Singulaty 
fexcellent, the two complemented 
tach other and offered a game that 
‘as convincing to play, but thanks to 
a vataty of efferent ines that could 
be akon though 

‘he procison noedod to balance the 
carson the edge, knowing that hore 
‘was anather tenth king in a given 
sector would keep you coming back 


RADIANT SILVERGUN 


2» RELEASED: 1778 


lergualy is only weakness), VF2s 
perfectly weighted cons, thie 
‘animation and sheer deh realy set 
the game asde, and 
hghesoluton 6Ofns visuals ony 
helped sweeten the deal Wie tho raw 
Alas competent enough, VF2 was 
cries ne ‘aways bost encyed with a frond of 
‘ough cernpatate quay, where 
learning a character and devsing 
tactes according in order to beat 
them became the order af the day 
feria, ‘andi stl pays Ike aceoam now. 


‘thus Virtua Cop was born, The 
ports about as fehl as you could 
hep, with al ofthe enemy atace 
stunning pattems and locations re-created, 
Wie the garne might seem sedate 
specialy compared to the 
\aicus instants of Time Cris 
or House Of The Dead — the soore- 


[Ustice shots (shosting an enemy's 
hand ath tan kling hie, he 

opt this alowed for was stunning, 
and t's sil weth playing to this day 


STREET FIGHTER ZERO 3 


RELEASED: 1995 


attack-based gameolay that rewarded 


>» PUBLISHED BY: <> 
» CREATED BY. IREASURE 
> BY THE SAME DEVELOPER: SLAOUETTEVRIGE 

There's a host of outstanding shootem-ups on 

the Saturn, and while it's somewhat predictable 
that we've plumped for Treasure’s opus, it 0 deserves 
‘to be here, Ported fram tne Arcade SV awd, Ractant 
Silvergun s guile smnae the pinnacle of Stun shuns an 
is one ofthe most exnlavatng shocters we've ever play. 
Beau in design, wih an ingenious weapon system — you 
instantly star with a fly powered-up ship and must use 
‘he weapons tothe best of your ailty ~ Radiant Sivergun is 
a nearfiawless experience that shouldnt be missed under 
ary cieumstances, Yes i's essenialy nathing mee than a 
soupod-up boss rush. Bu, man, what a rush 


» BY THE SAME DEVELOPER: SIRIDER 
Capcom was one of the Saturn's staunchest 
supporters and as a result there are a host of 

great beatem-ups available on the machine. While tho 

ss of Mon Vs Steet Fghior Steet Fighter Aloha 2 anc 

Marvel V8 Steet Figher ae al worthy of a mnt, i's the 

‘Jananese only Stee Fighter Zero 3 ta's made our coveted 

Perfac: Tan ~ mainly because unl very oventy it was the 

finest corverson of the garro ta ever appear ona home 

‘machine. That wast although, as Capcom includ all 

the arcach's extra gamoplay modes and a consolo-xclusve 

Wrid Tour to ensue tat arcade veterans ha plenty 0 sink 

thal toot ina, 
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C-FX 


AS THE 16-BIT GENERATION DREW TO A SLOW AND AGONISING CLOSE, THE INDUSTRY 
WITNESSED A CHAOTIC STAMPEDE OF SHINY NEW CONSOLES, SOME OF WHICH WERE 
MARKEDLY MORE SUCCESSFUL THAN OTHERS. DAMIEN MCFERRAN TAKES A LOOK AT 


ONE OF THE MORE HIGH-PI 


ACCESSORISE Three peripherals 
no PC-FX owner should be without 


ROFILE BLUNDERS OF THE ERA 


Year released: 1934 
Original price: ¥50,000/approx £240 


PC-FX Pad (FX-PAD) 

lovely sic button pad thatis almost identical tothe 
Contvaller that carne with the PC-Engine Duo PX. Tiss 
Very comfortable and ranks es one of the finest pad of ts 
generation. A arly anyone got to experience 


PC-FX Mouse (FX-MOU) 

Compatible with onty s handful of games, the 
stl made meny PC-FX gaming sessions mare pal 
‘As was standard atte time i ony has io bu 
that was plenty forthe fow games that suppres 


Mou 


Memory Card (FX-BMP) 

‘The PC-FX had 32K of intemal RAM for save games, 
\hich filed up quickly. Therefor, this memory card was 
ln essential purchase for serous gamers, especially those 
‘iho favoured the large number of RPGs onthe system. 


Buy it now for: £50-£100 


Why the PC-FX was great... It may have lacked 3D power and was plagued with 
‘questionable anime software, but the PC-FX is stil a firm favourite with serious 
retro collectors. FMV gaming may have been forgotten these days but NEC and 
Hudson's machine was the undisputed master of the medium, even managing 
to make the genre playable and entertaining. The limited ibrary (coupled with 
the relatively unknown nature of the platform) makes this the ideal choice for 
‘budding retro connoisseurs with deep pockets who wish to dip their toes into 
the Japanese end of the market 


‘omplacency can be deadly. You only have to look at the 
changeover between the 16-bit and 32-/64-bit generations 
for confirmation of this fact. Amazingly, during this period 
of transition all of the established hardware manufacturers 
were caught with their trousers down while new boy Sony 
waded in and effortlessly mopped up their precious market 

share, Poor old Sega stumbled badly, first with the ill advised 32X and 

then with the Saturn, and while Nintendo's fall from grace was slightly less 

pronounced few would have the confidence to declare that the N64 lived 

Up to the lofty expectations established by the tremendous success of its 

predecessor, the SNES. 

However, by far the most humiliating collapse was that of NEC and its 
cohort Hudson Soft. These two companies had previously worked together 
(on the legendary 8-bit PC-Engine, which in Japan had managed to beat 
‘Sega's Mega Drive into third place and even went as far as to challenge 
Nintendo's previously unassailable dominance. Unfortunately, ike their fellow 
rivals they drastically underestimated the challenge posed by creating a 
successor to such outrageously popular hardware, 

But let's not get ahead of ourselves here; there's a history lesson to brush 
Lup on first. As previously mentioned, NEC and Hudson's partnership had 
proved to be a particularly profitable one and it was almost a given that 
the dynamic duo would collaborate on new projects together again. Work 
‘on what would become known as “Tetsujin’ (Iron Man in Japanese) 
commenced almost as soon as the Nineties had begun, with an offical 
announcement coming as early as 1992. As had been the case with the PC- 
Engine, Hudson provided the custom chipset (which included five separate 
co-processors) while NEC would bring its considerable electronics production 
experience to the table. 

Tetsujin boasted fearsome specifications for the time. Not only was it to be 
CD-ROM based, it also contained a RISC processor clocked at 25MHz and was 
supported by 2MB of RAM to facilitate speedy CD access. The system also 
featured highly advanced 2D capabilities as well as support for full-screen 
24-bit video playback. A prototype was demonstrated to selected parties 
in the same year, with three games being displayed. Two of these were 
merely tech demos but the third got delegates really hot under the collar; it 
was an updated version of Hudson's classic Star Soldier, which ran in what 
appeared to be full 3D. In realty it was actually displaying 3D objects over 
a pte-rendered background (the same technique employed by GameArts’ 
Silpheed on the Mega CD and Namco's Starblade in the arcades}, but it was 
‘more than enough to impress the assembled throng and with a successful 
demonstration of their new hardware out of the way NEC and Hudson 
fevotishly worked on getting the new machine ready for release. 


INSTANT EXPERT 


‘games feature unique warring 
ressages alerting the player 


then thie mernory fe al 
HiTen Bomber 

player version of Hudson's 
Famous tile, was rumoured tobe 
Indavelopment forthe systam 
bbutwas eanceled. Many believe 
{his formed the base for 
‘Setur’s subline Bomberman, 
Im keoping with NEC's vision 


EX but never saw the light of day. 
Although the PC-FX joypad 


Switches, which enabled players 


te change the mapping f the 
pacts buttons instantly 
Fiudsen and NEC's software 
publishing poiey favoured a 
heavy bia towards animes 
ames anddigital comics, both 
popular in Japan at the ime. 
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ait year Iie spen. 
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forthe Neo-Geo AES, but astime 


(ered aot ess attractive) standerd 
CD jewel cases. 

three expansion ports 
1ePC FX were apparenty 
Included because NEC and 
Hideo were keen o avoid the 
tndless nd confusng sng of 
ppredes that had wo befudaled 
prospective PC Engine owners. 
‘The PC-FX's EXCEMP” 
‘memory card ie powered by two 


purpose. The front slot housed 
fe PBMP memory car, the 


‘atthe rear wae forthe SCSI 
able and the remaining bey wee 
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# AARON NANTO INTERVIEW 
PC-Engine FX (http://peenginefx.com/PC-FX) is 
without question the internet's leading resource 
‘on all things PC-FX, showcasing a fine selection of 
images, reviews, videos and other related media. We 
spoke to webmaster Aaron Nanto, who is the proud 
‘owner of a complete PC-FX collection, about NEC’s 
32-bit console. 


What do you find so appealing about the PC-FX? 
The PC-FX is unlike any other console for two reasons: the games and the 
design of the system. The PC-FX is the only console that utilised motion 
JPEG technology for its primary purpose to give yau real-time control of 
full-motion video. This allowed for fighting games like Battle Heat, where 
you controlled your character via FMV sequences that reacted instantly 
to your button presses. Other consoles back in the day had FMV games, 
but nothing as fast or high quality as what the PC-FX could do, The other 
Unique feature of the PC-FX is the design of the console ~ the PC-FX 

is the only game console to be designed like a mini-tower computer with 
three expansion ports, 


Why do you think the PC-FX failed to Japan? 
‘The reason the PC-FX didn't sell that well in Japan was due to the games 
and the fact that it didn’t support backwards compatibility with the PC- 
Engine. NEC took a radically different approach to what types of games 
wate released for the PC-FX and this was undoubtedly a major factor in 
the failure of the console. Gone were the arcade conversions, shooters and 
platform games from the PC-Engine. NEC instead gave gamers original IPs, 
FMV versions of old classics and anime games, 


to its fullest potential 
during the PC-FX’s short life span? 

‘The PC-FX hardware was definitely not exploited to its fullest potential 
before support was pulled for the console. For the majority of the games, 
we saw 2D sprites and FMY, but the PC-FX had the potential to display 3D. 
graphies to a certain extent and we saw just a hint of that in the game Zenki 


Can you tell us a bit about the expandability aspect of the 
machine? Is it true that a 3D card was proposed that would allow 
to compete with consoles like the Saturn and PlayStation? 
The PC-FX had a huge amount of expansion options that were not exploited 
during the short life of the console, Unfortunately, we will never know what 
NEC might have done to expand the console - a 3D card could have been a 
possibility, as with memory expansion or even adding a modem. However, 
the only item that utilised the expansion ports was the FX-MP, which 
provided more save-game memory. 


How easy is it to collect for the machine today? 
Due to the limited market of the unit (Japan only) and low number of games 
produced, people who want to start collecting the PC-FX will have a very 
hard time acquiring many of the games—the prices can be quite steep. 

‘The console and accessories are fairly easy to find on the used market but 
the games will take a much longer time to collect. Personally, It took about 
five years to collect every PC-FX game for my own collection, and this was 
many years ago - it is much harder now, 


How much doos a PC-FX unit sell for those days? 
The PC-FX console itself you can find on eBay for about $100 (£50), but 
‘most times it will have to be shipped from Japan and that can be another 
$40+ (£20+) just for shipping. 


Given the Japanese nature of the machine's videogames, how 
easy is it for English-speaking gamers to get to grips with the PC- 
FX and its software? 

There is only a small selection of games that non-Japanese players can 
enjoy, which means that if you can‘t understand Japanese, this console 
might not be for you considering the cost involved in acquiring the games. 


Initially the two companies were confident of launching Tetsujin in 1992, but 
lack of finished software forced a rethink and spring 1883 became the targt 

date, When this was also missed, rumours began to circulate that NEC and 
Hudson were reluctant to usurp the PC-Engine while it was stil pulling in good 
business (in Japan, at least). As the months passed Tetsujin became less and 
less cutting-edge and it seems that during this time litte development was 
Undertaken to ensure the naw hardware retained parity with newer machines 
like the 3D0 and Atari Jaguar; NEC and Hudson seemed content to rest on their 
collective laurels, at least while their current hardware was stil viable. 

‘Then, in early-1994, it was confirmed that the Tetsujin project had been 
formally cancelled. Sources insisted that development had been abandoned 
‘due to NEC and Hudson seeing the proposed specs for Sega and Sony's 32-bit 
challengers, both of which outshone Tetsujin and also promised considerable 
3D capability. In ight of such competition the partners were forced to scurry 
back to the drawing board, Sadly, it was far too late to come up with an entirely 
new design and therefore much of the architecture that was present in the 
(by now) hopelessly underpowered Tetsujin was utilised in the new machine. 
Although Hudson's five-piece custom graphies chipset was streamlined to just 
a single co-processor, Tetsulin’s reliance on streamed footage rather than real- 
time rendering was retained. The working title for this new platform was ‘FX, 
Which soon became PC-FX- the ‘PC’ presumably being added to capitalise 
‘on the prominence the PC-Engine brand was enjoying in Japan at the time. 
Despite this name checking, it was confirmed early on that this new device 
would not be backward compatible with existing PC-Engine CD-ROM software, 

‘The PC-FX console finally made its worldwide debut at the 1994 Tokyo 
‘Toy Show where it fought with the Satur, PlayStation, Neo-Geo CD and 
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Bandai Playdia for the attention of the masses. The unconventional casing 
design immediately caused tongues to waggle, with many commentators 
unfavourably comparing it to the rather unflattering PC towers that were 

available at the time. Nevertheless, attendees at the show were left open- 
mouthed by FX Fighter, a ttle shrewdly positioned to steal the thunder of 


Sega's Virtua Fighter arcade conversion, which also happened to be on display. 


Hudson's game looked nothing short of stunning, boasting highly detailed. 
combatants constructed of smoothly 
shaded polygons. It certainly put Sega's 
boxy effort to shame, but there was @ 
significant catch; the PC-FX was in fact 
spooling pre-rendered footage directly 
from the CD and not actually generating 
these images in real-time. It wasn’t 
immediately apparent at the time but the 
systam lacked dedicated 3 hardware 
and this effectively meant that it couldn't 
hope to compete with the Saturn and 
PlayStation in this regard. In their defence, neither NEC nor Hudson ever 


insisted that the footage was real-time rendering; it was rather the assumption 


of those that viewed the demonstration that perpetuated this viewpoint. 

Nevertheless, magazines picked up on the impressive footage and this 

contributed to the expectation surrounding the launch of the console. 
However, when the PC-FX eventually hit Japanese store shelves in 


December 1994 the mystique surrounding its 3D muscle swiftly evaporated. 
FX Fighter was nowhere to be seen, although leading launch title Battle Heat 
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proved to be a very similar proposition. It was essentially a Dragon's Lair-style 
anime fighting game where animated sequences were spooled off the disc 

in time with the player's button commands. To be fair, it was (and stil is) an 
awesomely impressive trick; there is no delay between the player's input and 
on-sereen action and the quality of the FMV is tremendous. This is thanks to 
‘the fact that NEC and Hudson had dacided to shun traditional MPEG video 
playback (which resulted in low quality compressed footage with lots of 
ppixelation and a generally low frame rate) in 
favour of the much more memory-intensive 
JPEG system, which essentially displayed a 
different high-quality stil image for each frame 
of animation, and all ata silky-smooth rate of 30, 
frames per second. Because it was built on the 


use of this unique method. Tetsuya Iguchi, a 
member of NEC's Electronic Products planning 
department, proudly stated that the PC-FX 
\was a ‘Direct Memory Access’ machine. Instead of pushing data from the CD 
through the CPU bus, the PC-FX channelled the information directly to the 
vvideo-out port via a sequencer, rendering chip and video encoding processor. 
‘This process allowed the machine to produce blisteringly fast video footage, 
and it should come as no surprise to learn that the console eventually became 
a hotbed of anime-style games. 

However, forall this FMV-related trickery, it was hard to ignore that the 
Saturn and PlayStation were bringing cutting-edge 3D visuals to homes for the 
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‘same retail price, making the PC-FX look massively underpowered 
as a result, But it wasn't just technical issues that PC-FX owners 
had to deal with; software support was equally disappointing. The 
much-hyped FX Fighter was quietly cancelled and in a move that 
with the benefit of hindsight appears particularly foolhardy, Hudson 
established publishing guidelines that stipulated that famous titles 
such as Bomberman and Adventure Island would nat be daveloped 
for the system. Perhaps the company was attempting to prove that 
the PC-FX was too advanced to hast these seemingly simplistic 
‘games; whatever the reason for this puzzling stance, it meant that 
the console was fighting without the aid of Hudson's most potent weaponry 
~its best-selling franchises. 

However, even in the darkness a fow faint glimmers of light could be seen, 
Games such as Chip Chan Kick!, Der Langrisser FX and Kishin Doji Zenki: Vajura 
Fight managed to ignite the interest of gamers the world over, with Zenki's 
exhilarating mixture of gorgeous 2D visuals and addictive gameplay almost 
providing enough justification for numerous enthusiasts to purchase a PC-FX 
purely to play it. Many of the anime FMV games were actually remarkably 
‘entertaining and very nearly succeeded in making what was previously a 
laughable genre appear almost worthwhile, For all ts faults, NEC's machine 
was certainly adept at creating attractive 2D videogames and could handle 
FMV with remarkable proficiency, but sadly NEC and Hudson had simply 
backed the wrong horse - 3D was the next big thing, as the runaway success of 
the PlayStation would attest, 

Like so many other machines of the era, the PC-FX was billed as a 
‘multimedia’ device as well as a gaming platform, The PC tower casing ~ so 


at odds with conventional console design, which favoured machines that 
spread themselves horizontally rather than vertically ~ may not have been 
to everybody's tastes, but it arguably gave the PC-FX a mature, almost 
professional look. The ability to receive (but not send} faxes was an innovative 
attempt to introduce the kind of online connectivity we now take for granted 
with machines like the Xbox 360 and PlayStation 3; indeed, prior to the 
console's release Tetsuya Iguchi spoke of forging a link between different 
electronic products, such personal computers and telecommunications 
systems. The machine featured ports for future expandability and although 
the only peripheral to make use of this was the FX-BMP game save memory 
module, there were rumours that a fully fledged 3D graphics card was in the 
‘works that would have allowed the PC-FX to compete toe-to-toe with Sony and. 
Sega's machines. Music CD and Photo CD playback was also supported and 
ina rather novel move the console could be connected to a PC-98 personal 
computer via a special SCSI adapter and function as a CD-ROM drive. 

However, as innovative as these features may have bean, they counted 
for little in the face of more technically potent rivals. Bolstered by impressive 
capability and sterling support from publishers, the PlayStation quickly ran 
away with the majority of the market leaving the competition in its wake, The 
PC-FX hardly figured in the scheme of things; sales were pitiful, with less 
than 100,000 units sold after a year - compare this to the performance of the 
PlayStation, which had shifted over 1 million units in Japan by this stage. 
‘Amazingly, these figures might not have come as much of a surprise to NEC as 
itwould appear the company’s aspirations were low from the beginning, with 
Iguchi being quoted as saying he expected the PC-FX to sell “around 50,000" 
units in 1994 and another 50,000 in the following year. 
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As things became increasingly fraught, 
NEC opened the floodgates on what 
many would consider to be the console’s 
lasting legacy — dubious ‘hentai’ dating 
simulations featuring wide-eyed schoolgirls 
in provocative poses. But even before this 
occurred, the acutely Japanese nature of 
the software had effectively spelt an end 
to what little chance there had been of a 
Western release. It could be argued that after 
the dismal performance of the TurboGratx- 
16 (the American version of the PC-Engine}, NEC wasn't going to make the 
same mistake twice, but had the PC-FX been a success in its homeland, the 
probability of it reaching Western shores would have been much greater. 

Nevertheless, the PC-FX did manage to carve out a niche for itself in Japan 
and hung onto a tiny market share for over three years. The final release (called 
First Kiss Story ~ you guessed it, a dating simulator) limped onto Japanese 
shelves in April 1998. Rumours circulated that other games (including a highly 
anticipated update of Hudson's classic Far East Of Eden series) were awaiting 
development “dependent on market performance", but this was effectively the 
end of the road for the PC-FX — a console that was outdated from the moment 
it went on sale. It was a bitterly disappointing outcome and a far cry from 
the triumphant legacy left by the PC-Engine; it also spelt the end of NEC and 
Hudson's previously fruitful relationship. 

(Many thanks to Aaron Nanto for providing exclusive hardware and 
software photography.) 
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Year released: Jaran: 23 June 1896, US: 29 September 1996, UK: 1 March 1997 
Original price: «24,900 \Japanj/$199.99 (USAV/£249,99 (UK) 
Buy it now for: £1 


the software, courtesy ofthe intangible genius of 
[Nintendo's internal develooment teams and the hard work ofthe thd parties that stayed the course, especialy Rare 
‘who, quite franky, will never be the same again. The ironic partis that while Nintendo's fortunes have improved since, 
many of the games lauded atthe time have nol been bettered and probably never willbe. That in itsef willbe the 
legacy lett by Nintendo's last cartridge-based home console 
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NINTENDO 64 


NINTENDO 64 


WITH THE SUCCESS OF THE NES AND SNES UNDER ITS BELT, NINTENDO 
APPEARED UNSTOPPABLE. THAT WAS ALL ABOUT TO CHANGE. MAT ALLEN 
LOOKS AT HOW THE Né4 CONSOLE IS A PERFECT EXAMPLE OF HOW IT CAN 
ALL GO WRONG DUE TO COMPETITION FROM A CORPORATE BEHEMOTH 
AND BAD EXECUTIVE DECISIONS FROM WITHIN 


rong’ is an entirely subjective 
and opinionated summary of the 
situation. Itis hard to deny that there 
were a number of factors that ended 
in Nintendo being dethroned by 
Sony by the time the Ne4 was 


phased out. The innocent in allthis was the console 
itself; it was a great machine with some unbelievable games, 
but it was hamstrung by certain corporate decisions and never 
{fulfilled its potential. t was not the flop many others label it as. 

Project Reality was first hinted at as far back as 1993, the name 
coined from Nintendo's new relationship with Silicon Graphies and 
its werkstations being used to great effect in films such as Jurassic 
Park and Terminator 2. The folowing year saw the arcade machines 
Killr instinct and Crus'n USA released that were touted as usng the 
same technology that would soon be avaiable in your own home. 
Inhindsight, the arcade machines were vastly overpowered by 
‘comparison, but na one was to know that and anticipation surrounding 
Nintendo's next console grew. 

It wasn't untl November 1895 that the new console, dubbed the 
Ura 64, was finaly unveiled at the annwal Shoshinkal exhibiton to 
‘great expectation, Only two of the 11 games shown were playabie 
‘one was Kirby Bovr, which would disappear into development ho! 
shorty afterwards. The other was Super Mario 64. The playable 
cdamas avaiable ware al that was neaded to convince the attendees 
that Nintendo stl had the magi. 

Part of that was due to the design of the contaller. Nintendo 
is known for producing ergonomic devices that are focused on 
getting the best out ofits own games, and for the N64 this was no 
different. Designed by Genyo Takeda, the controler had three prongs, 
offering three different holding positions and hence the possibity of 
varying control schemes all wrapped up in one unit Siting on the 
rmidate prong was an analogue stick, a device unfamiliar to many 
people at the time. This design choice was about to change the way 
videogames were made forever 

‘The contvaler was better than that of the competition, but it took 


‘ime to lear how to use it. The same could be said for the console 
itselt. When announced, terms such as ‘Z-bufering, "uHinear mip- 
‘mapping’ and 'Gouraud shading’ both wowed and confused the 


“THE PLAYABLE DEMOS AVAILABLE WERE ALL THAT WAS NEEDED TO 
CONVINCE THE ATTENDEES THAT NINTENDO STILL HAD THE MAGIC” 
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‘public in equal numbers, and many magazines sought to explain these 
‘words to their readers. While these features and mora were to prove 
the power of the N64 was greater than that ofthe PlayStation, choy 
‘also provided one or two serious end-user flaws, 

‘The largest complaint leveled against the N64 is how quite often, 
the graphics appear as if someone has smeared Vaseline across the 
‘screen. This blurry appraisal was in contrast to the often jagged and 
pixelated look on the PtaySIation; the N6A's mip-map and ant-atasing 
techniques helped smooth out textures when they moved closer or 
further from view, but the rostrtions on storage with cartrdgos and 
a vary low texture cache meant these textures were aftan blury as 
‘a result Nitendo itself often chose to use the Gouraud shading to 
‘compensate forthe lack of texture definition. 


simulation specialists Paradigm, 

‘Acclaim, Sierra, LucasArts, and 
Electronic Arts, Notice anything 
about the companies listed? None 
‘of them were Japanese. A costly 
oversight atthe time? Maybe so, 
looking back. Perhaps Nintendo 
believed Japanese companies 
‘would automaticaly come on 
‘board. The reality was to prove alot 
different, Either way, even with the 
head start i took longer than expected 
{or any ofthe thie partes to fully push the machine, Even Nintendo 
itso wasn't immune to running late. The N64 had originally been 
‘schedulad for a 1995 release, and when a definte date of 27 April 
1996 was finaly decided upon, t shifted two more months due to 
the reafsation that certain tts, such as Mario Kart 64, were not 
‘going to make the frst wave of releases, and Miyamoto wanting, 
‘more time to fine tune Super Mario 64, 

‘Apri 1996 incidentally had been the planned launch date in the UK, 
‘This slipped back to March 1897 as the US release was planned and 
“orchestrated, The PlayStation was already out and Nintendo UK ran a 
sores of advert taling poopie to wait forthe arrval of the N64. At the 
‘ime it was stil caled the Ultra 64, the “Ultra” part apparently dropped 
in due course due to the name being owned by Kenami 

‘When the console did launch in Japan, the PiayStation had already 
‘been on sale there for 18 months. The launch games were similar to 
that of its predecessor, the Super Famicom, in that it involved & Mario 
tite and a Pilotwings game. The other tile avaiable that day was 3 
version of Shogi. a game very much Japan-centi in nature, 

‘And that was it, Unt the release date of the console in the US was 
‘approaching, there was no other software released in Japan, which 
was somewhat worrying from a promotions and publiety pont of 
view. Super Mano 64 may have been an epic, brant, groundbreaking, 
tite, butif people wanted something else to try on their new sysiem, 
they were alte stuck, to the say the least. Not that Nintendo had 


“AT THAT POINT, SUPER MARIO 64 HAD BEEN SOLD 
WITH ALMOST EVERY CONSOLE” 


‘Clever ticks to got around some of the limitatons, together with 
rewriting parts of the graphics processor microcode meant that the 
‘ue pawer of the N64 could shine through. Developers such as 
Factor 5 and Rare were especially adept at getting the most fram the 
machine. In conclusion, ike most other consoles, those developers 
vwling to put the effort into leaming got the most from it, as 
witnessed in the end result ofthe games they released 

As early as 1994, Nintendo had started to assemble a group of 
programming teams that would be responsible for producing some 
of the eary N64 games, that would inevitably give them a head 
Start in gotting the best from it. Aside from Willams and Rare who 
‘produced the previously mentioned coin-o9s, others courted included 
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‘much to worry about the suctess ofthe console at that pont; Super 
‘Maro 64 had been sold with almost every console, and by the end of 
the N6@'s lfaspan, had shifted more than ten millon copies, making it 
the mast successful N64 game ever. 

With the launch of the console in September in the US coming up, 
Sony raised the competition stakes sightly by ceopning the price of 
the PlayStation to under $2003 comman tactic. However Nintendo 
seemed to panic, and in response dropped the price of the N64 pre- 
launch by $50 from its orginal proposed prce of $249.99, The same 
could not be said of the console launch in the UK: Nintendo resolu 
stuck tots price of £249.89, which atthe time made it 60 per con 
‘more expensive than it could be bought forn the US. Realising its 
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folly soon after, the price was dropped £100 a few months after 
launch, heralding scores of furious comnlaits from early adonters, 
[Nintendo attempted to placate them with vouchers covering the 
difference, which was milly received. t wasn't the only reason why 
being a PAL N64 owner atthe time was the equivalent of getting 

«a shar stick repeatedly up the backside, for reasons that willbe 
touched on later 

‘What car't be doniod is the qualty of some of Nintondo's own 
games. Examoies ofits great games include: Star Fox 64 with 
its marauding levels, challenge, addictveness and the sheer film 
inspiration ofthe Katina level; WaveRlace 64 with its super water 
physics and bouncy gameplay; F-Zero X for taking the origina, ving 
ita serious racket ‘ror behind and a real heavy metal soundtrack to 
boot; Piotwings 64 for being so wonderful to play, 

‘Three new series also made their debut on the N6é, all becoming 
instant hits. Super Smash Bros was Nintendo's answer to the Power 
Stone genre of multolayer fighter, but with the spark of HAL Labs. 
at tha halm, made ita unique exoation of backstabbing brilianco. 
Paper Mario meanwhile was a different take on the turn-based 
RPG concept with plenty of nuances and invention to back up the 
gameplay. Finally Mario Party combined board games with mini- 
‘games and the chanos to wreck your analogue stick in the process, 

‘And then there are the Zelda games. Ocarina Of Time was 
‘constantly delayed but proved to be a tour de force of concept, idea 
‘and execution that has justified i to be labelled repeatedly as the 
best game ever, Majora's Mask on the other hand has been unfairly 
jovoricoked by comparison, which isa shame because in some ways, 
it even trumps Ocarina. The relationships and bonds formed within 
‘tha three days ltt before the moan strkas are some af the strongest 
lever praduced from a game, and it really hits hame when you realise 
Just what the ending actually means. 

[Nintendo had its own popular games, the powerful hardware, 
and the new controller. There was just one piece missing rom the 
‘equation: thichparty support. Why was third-party support so lacking 
fon the N64 compared to the' two previous consoles? One of the 
‘main teasons les in the choice of remaining with a cartridge media 
{format instead of using optical as Soga and Sony had. 

Not that eartidges didn't stl have advantages: they were more 
robust than CDs, less kel to be damaged via general uso; they 
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“THERE WAS JUST ONE PIECE MISSING 
FROM THE EQUATION: THIRD-PARTY 
SUPPORT. WHY WAS THIRD-PARTY SUPPORT 
SO LACKING ON THE N64 COMPARED TO ITS 
TWO PREVIOUS CONSOLES?” 


could hold save data via design instead of making the user buy memory 
cards; and loading times were non-exsstant compared to CD, which a 
‘generation of gamers unfamiar with loading tapes into 8-bit machines 
were about to dscover anew. Loading times disrupted the flow of 
playing a game, something that Nintendo was keen to avoid. 

However, there was one overriding link connecting all these 
features: they benefited the end user and not the publisher. Cartridges: 
‘wore oxpensve to manufacture, and as Nintendo still controled thoir 
production, it profited directly from every one made, Cartrges were 
‘also harder to prate, whichis likely another raason for sticking with that 
format. They aso held far less data than CDs could, so pushers were 
in effect being asked to support a console that had a far higher space-to- 
cost ratio than, say the PlayStation, Then there were the fcensing fees. 
Sony had been smarting for years over Nintendo's betrayal regarding the 
proposed CD perioheral for the SNES. Not wanting to cancel the project 
outright, Sony decided to continue research and build around what it 
had already creatod, with the end result boing tho PlayStavon console 
‘we know today. Sensing an opportunity, Sony organised its icence-fee 
ssucture tthe monay publishars have to pay tobe allowed to releasa 
their games on a machine) on a much lower scale to Nintendo. 

‘When you look at everything together, the cost of manufactur, the 
cost of licensing, the oificuity in geting the best out of the console, 
itisrt hard to see why thic-narty publishers made a beeline for the 
PiayStation compared to the N64, It was far cheaper and easier for 
them fo publish videogames all of a sudden, Their decision was made 
by the actions of both manufacturers, age magazine even predicted 
many of those factors in an artic soon after the N64 launch, This 
situation was further escalated by the choice made by a certain 
Japanese company with a cartain RPG. 
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“THE N64 IS PROBABLY WHERE THE ADAGE ‘YOU BUY A NINTENDO 
MACHINE FOR NINTENDO'S GAMES’ BEGAN” 


Software availabilty ftom certain publishers and of certain 
‘established series isa key factor today towards @ console’s success. 
In hindsight it ol not matter that the N64 probably had afar better 
‘good to-bad rato of games in its library; it was the sheer volume of 
releases at a cheaper price forthe PlayStation plus the presence of 
‘cortain key games that toped the balance, 

Looking at the major thir-party publishers during the Ninetes, 
there were wide differences in ther output between the N64 and the 
PiaySiation. Capcom and Namco managed a whole three releases 
‘each for the N6é: a shockingly low level of support. Konami by 
‘comparison teleased 20 or so games, which seems pretty impressive 
Lntil compared to the more than 80 released for the PlayStation 
Even the king of thi partes, Electronic Arts, only managed a similar 
numer of releases, 

The biggest blow to Nintendo's fortunes was the loss of Square. 
‘Towards the end of 1995, saveral screenshots were published which 
\were purportedly taken from the next Final Fantasy videogame. 
“That's how the journatsm went. n fact they were from a technical 
demo Square had written to test various three-cimensional 
techniques. Unforturately no one knew this at the time and huge 
anticipation bult when it was assumed Square was on board and 
‘writing the next Final Fantasy game for & Nintendo machine, just ke 
it had for the previous six 

‘When Square announced in January 1896 it was instead going 
10_be publshing FF Vil on Sony/s PlayStation, the collective jaws of 
Nintendo fans chopped. As it tums out, Square had never planned on 
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‘publishing FF Vil on the N64, Early on in development it was decided 
thal the requirements of the game needed a much larger media 
ccapacty than cartridge alowed. Square's decision in hindsight was 
elegantly simple to make, but it didn't stp the accusations against 
Sony that it had “tied uo" Square in a deal to take ft away trom 
Nintendo. Square had dealt tha N64 a massive blow before it had 
‘even baen launched, 

‘With FF Vil scheduled to be released on the PlayStation, other 
‘publishers knew that the console would sel in droves just so people 
‘could pay the game, and this in turn gave them more confidence 
and knowledge that there would be lots more potential buyers for 
their games if they also released on the PlayStation. Ina way, it was a 
selling circle of cause and effect, Sony also marketed its console 
towards a different aucionce from the norm, complete with advert 
saturation; by comparison promotion for the N64 seemed quite smal 
Nintendo arraganty assumed people would automaticaly go to buy 
its console regardless, which they ci, but more people were flocking 
to the PiayStaton for the games it offered and the "wow" factor that 
FMV provided via the new CD medium, 

With a narrower selection of parties pulbishing on the N64, it 
meant that certain genres were neglected, which affected sales 
levels, For example, role-playing games are huge business in Japan 
‘and there are hardly any available forthe N64. Lkewise fighting 
‘games. By comparison the range of sports games avaiable for 
American fans was sufficiently large to keep them happy. Infact, 
the US is what realy kept the console alive, as it accounted for two- 
thirds of the worldwide sales, and it managed to sel half of wh 
PlayStation achieved in that region 

“The N64 is probably where the adage ‘you buy @ Nintendo machine 
for Nintendo's games’ began, Given the magnitude of many, they 
‘were worth the eniry fee alone and anything e'se was a bonus. Of 
the developers who ald write for the N64, one stands out above all 
‘thors: Rare. Having wowed games players with thoir SNES reloases, 
it was about to pull even bigger rabbits out of an even bigger hat. Put 
simply, you can’t underastimato just how important Rare's games. 
‘ended up being towards the suezess of the N&A. 

From the regal beauty and genius of the Banjo-Kazooie games, the 
addictiveness of Diddy Kong Racing, to the offbeat destructive nature 
‘of Blast Corns, ad the frantic bug bast of Jet Force Gemini, Rare 
‘games were held in high esteem and rivalled the releases of Nintendo 
itself. Indeed in some ways, Banjo-Kazooie and Diddy Kong Racing 
supersede the games they were based upon, Siting night atthe 
top of tha tree however is GoldenEye, which was a tour de force of 
‘programming, showing that consoles could do the FPS genre and give 
‘gamers a multplayer experience that was incredibly hard to let go. It 
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is rightly heralded as not only one of the bast N64 games, but one of 
the greatest games of al time. Not bad for a team where many of the 
developers were dong their first ever game. 

Of the major tarc-garty pubishers, Konami was probably the 
‘most pric end consistent in its support of the N64, with versions 
of Castlevania, Goemion and ISS appearing on the machine among 
others; (S588 especialy should be singled out fo praise as being 
the best console football game avaiable untl the Winning Eleven 
sories started to become known in the West, Konam’s sports game 
contribution was lage in general, probably helping the console's 
performance in the US. 

Other developers were ust as notable on the N6# even though 
ther releases weren't quite as protfic as Konami Left Feld 
programmed a couple of good basketball games, icensed with Kobe 
Bryant, and the excellent Exctebike, Camelot transfered its super 
golf series across to make Mario Gol, and then went on to praduice 
the equally good Mario Tennis. Factor & produced two Star Wars 
games that almost pushed the N64 to its lit, and then went further 
‘and programmed the dc-not think possible Incfana Jones And Tho 
Infernal Machine. Special word of course must go to the doyen of 
dovelopment, Treasure, which managed to produce fs usual wzardry 
in creating three masterpieces of mayhem, namely Mischief Makers, 
Bangai-O and Sin & Punishment. Al three are well worth finding and 
buying purely for their unbridled quality 

“Towards the end of the N64's life, Nintendo belatedly released 
the 64DD unit in Japan and a 4B RAM expansion pack designed 
to double the avalable memory of the console and allow more 
ddomanding ites to be written. Only a fow games in the ond actually 
needed it though many benefited ‘rom its presence) but these 
include Majora's Mask and Perfect Dark, two af the classics. By the 
tend of 2001, the Nintendo 64 was al but dead with the rolaase of tho 
GameCube, though Tony Havik's Pro Skator 3 did make it out in the 
US in August 2002. 

I you missed out on all the N64 fun back then, now is @ great 
time to get into the machine. There is just one consideration wren 
‘choosing to buy: do not gel @ PAL machine, Not only can itnot be 
‘modded for RGB, but many PAL games suffer trom no optimisation 

al resulting in those large black borders and much slower speeds 
‘also experienced with the SNES. By comparison, buying the US 
vvrsion is probably the way to go, as it can play Japanese games with 
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“ANY CONSOLE THAT SELLS 
OVER 30 MILLION UNITS 
CANNOT RATIONALLY BE 
CALLED A FAILURE” 


tho romoval of tho tabs inside the slot and it had avaiable just about 
everything released in Europe and much more. The N64 is curently 
somattung of a cult machine, with a dedicated band of supporters 
‘who are gradually winning over people who dismissed it at the time. 

Im fact, many people consider the N64 to be a failure, especialy 
‘when compared to the performance of the PlayStation, which has to 
date sold more than 100 milion units. However any console that sels 
over 30 million units worldwide and has many games present in the 
bestseling and greatest ever games fsts cannot ratonaly be called a 
faire, Nintendo revolutonised 3D gaming and convollers via the N64, 
‘and it has an abundance of classics waiting to be discoverad if you 
haven't dene so akeady. 
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64, Selecting our favourite to tiles from a consoe's back 
catalogue never gots any easier. In fact, when it comes 
‘0 the N6¢ it's probably even harder. Just remember that 
‘these are only our opinions and we don't mean any harm 
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£4 Game Boy creator Gunpei Yokoi hit upon 
the notion of using two displays to create a 
three-dimensional image 
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It's the console Nintendo doesn't want 
you to know about. The company’s 
most high-profile bomb has been 
vilified as a headache-inducing 
monstrosity with little merit, but is this 
assessment fair? Damien McFerran 
pops a few aspirins and prepares to 
find out... 
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share with the world. Be 

itan old school photo that 
‘showcases your crimes against fashion, 
‘or an acutely embarrassing vinyl LP in 
‘our record collection, we keep these 
things hidden in the hope that if we 
ignore them they might cease to exist, 
In the case of Japanese videogame 
giant Nintendo, the Virtual Boy is 
unquestionably its ‘dirty little secret’, 
Almost two decades after this unusual 
console sank almost without trace 
after enduring a period of consumer 
indifference, it remains a byword for 
dubious videogame hardware. 

The genesis of the Virtual Boy came 
about when Nintendo was approached by 
US firm Reflection Technologies 
in the early-Ninetios, Reflection 
was attempting to find a buyer 
for its independently produced 
display technology, and Game 
Boy creator Gunpei Yokoi was 
Auick to identify the system's 
potential, He hit upon the notion 
‘of using two displays to create 

a three-dimensional image, 

In 1992 Nintendo acquired 
exclusive worldwide videogame 
licensing rights to Reflection 


verybody has an awkward 
secret that they'd rather not 


Year released: 1995 


Original price: ¥15,000 lapan), 
$180 (US) 


‘Tsushin (special one-off issue) 
‘Why the Virtual Boy was great... I 
offered an experience that you simply 
could not get anywhere else. Okay, so 
the hardware was flawed, the software 
could have been better and prolonged 
Use often came with unbelievable neck 
strain, butit’s certainly worth sitting 
down with this wholly unique console 
at least once in your life. 


Technologies’ innovative system and 
Yoko's Research & Development 1 team 
‘sot about creating the console that would 
became the first fruit of this union 

‘As development progressed, Yokoi 
and his staf toyed with several diferent 
designs. Despite the machine's close ties 
with the concept of ‘virtual realty, the 
idea of having a head-mounted system 
‘was ruled out almost immediately, Yoko! 
claimed that as soon as it was decided 
that the console would not support mation 
tracking to detect head movements, the 
decision was made to mount the system 


‘on a stand, rather than affixing it to the 
player's hoad, 

‘While R&D1 furiously tinkered away 
vathin Nintendo's Kyoto HO, news of this 
potentially ground-oreaking new console 
= codenamed ‘VR-22' — began to slowly 
trickle through to the gaming press. The 
biggest news was that it would pack 
22-bit CPU, lke the upcoming Sony 
PlayStation and Sega Satur, The next 
revelation was the ground-breaking 3D 
display, which promised a new sandard 
af immersion. However, the timing of this 
ews —nat to mention the entire project 
was somewhat perplexing as Nintendo 
‘was also making a tremiendous amount 
of noise about its 64-bit ‘Project Realty’ 
console (which went on to become the 
Nintendo 64). Bearing this in mind, i's not 
surprising that most gamers interpreted 
the VR-32 as the spitual succossor to the 
ageing Game Boy, and the fact that Yoko! 
‘was involved only served to confirm this 
assumption. Regardless of this confusion, 
Nintendo fans were hungry for new 
hardware and therefore their interest was 
sufficiently piqued, 

However, within the walls of Nintendo's 
HO, Yoko! was unsettled, Nintendo was 
eon to get the VR-32 on to the market 
before committing all of its energies tot 
Nintendo 64, burt it has been alleged that 
‘Yokoi flt it needed further 
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A GOLUESTOR’S DREAM 


Given its status as Nintendo's most high-profile bals-up, i's not 
surprising to find that the Virtual Boy is a hot collectable among 


‘Nintendo fans, However, consoles that are commercial fallures 
are, as 2 rule, dificult to collect for — is that the case here? "A lot 
of the hardware and software is freely available on eBay,” says 
Christian Radke, editor in-chief of the excellent Planet Virtual Boy 
But if you want to go for a complete collection, you'llneed a 
‘few thousands bucks, especially for the ‘rare four. These are SD 
Gundam Dimension War and Virtual Bowling - which both fetch 
about $800 - closely followed by Virtual Lab. Space Invadersis the 
fourth rare game, but ean be found much cheaper, maybe $200." 
Peripherals are equally in demand: “Evary Virtual Boy owner 
should have an AC adaptor. Another highly desired accessory is 
the FlashBoy, a semi-professionally made USB flash cartridge 
‘which | produced and distributed together with its creator, 

Richard Hutchinson, from December 2007 to February 2008, 
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66 With the gaming press expecting 
a 32-bit powerhouse, the red and 
black 2D visuals were a shock 99 


His reservations were disregarded; 
Nintendo was lasing face because of 

Sony and Sega's impending entry into 

the 22-bit race, and it was clear that the 
‘company needed something to tide fans 
over until the N6 hardware could be 
completed, Having exoended millons on 
VR-32 development already, Nintendo was 
Understandably eager to get the hardware 
‘out to shop shelves in order to recoup 

its costs. Yokoi and his team prepped for 
launch but unfortunately the VR-32 (by this 
point officially rechristened Virtual Boy) 
‘experienced one of tha most disastrous 
nveiings in the entio history of the 
videogame industry. 

The fist inkling that Nintendo might 
have @ turkey on its hands wes the 
overwhelmingly negative reaction to the 
Virtual Boy's debut at the Shoshinkai show 
in November 1994. With the gaming 
press expecting a 32-bit powernouse to 
rival Sony and Sega's recently announced 
offerings, the red-and-black 2D visuals, 
generated by Yokoi's TamyTronic 3D- 
lookalike were something of @ shock 
‘and many journalists at the time were 
surprisingly frank with their opinion of 
the device, Some openly questioned 
Nintendo's sanity, while others predicted 
there and then that it would fail miserably 
Few had anything positive to say. Despite 
this devastatingly unenthusiastic reaction, 
Nintendo of Japan supremo Hiroshi 
Yamauchi remained bullsh about the Virtual 
Boy's prospects and confidently predicted 
it would shift 3 milion consoles in Japan, 
as well as 14 milion cartridges between its 
launch and March 1986. 


COMMUNITY virtuat Boy sites To watcH 


Planet Virtual Boy _Virtual Boy.net The Unofficial Virtual Boy Odyssey 
www? wwrusvitua boy org! Nintendo Virtual Boy. xp:/tinvurtcom/antast 
Presided over bythe ebullient PlanetVitual Boy onlyeal Home Page Tidiste dooekiesenenere 
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media is at your fingertips, and 
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rival Virtual Boyt has secly 
remained dormant fora couple 
Styeare now but its all 
(old mine of data. Webmaster 
Ferry Grosnend 

something of a Virtial Boy 
‘expert so you can be assured 
‘ofan enlightening experience 
ityouheppente point your 
‘web browser the way. 


Iimerest ere, 


ae 


bttp//tinyurl.com/kgve 
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ty Boy’ Virtual Boy 
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Phor to launch, Nintendo was extremely 
ceagoy about ravealing the secrets of its 
possibly out of fear that 
rival firms would copy the concept. Inside 
the console was a fairly complex array of 
cutting-edge technology that was able 
to create the impression of 3D depth. 
"For each eye there is @ bank of vertically 
stacked red LEDs,” explains programmer 
Steve Woita, who worked on Ocean 
Software's Waterworld Virwal Boy tle 

Those are arranged with 224 LEDs por 
bank and spray their information on to @ 
‘mirror that is spinning at 50 tmes a second 
and delivering the game screen image to 
the retina. This is done for both eyes and 
means there has to be a grand total of 448 
LEDs continually spraying information into 
‘your eyes.” Jason Plumb, who worked 
alongside Woita on Waterworld, expands 
fon this, “This process presents a separate 
image to each eye,” he says, “if these 
images match the disparity that you 
ate used to seeing in real life, then you 
perceive a sensation of depth related to the 
dlisparity between the images. Objects in 
the distance appear in the same position in 
both images, but the closer an object isin 
the scene, the more the horizontal position 
changes between the images. You can 
00 this effect by holding a fingor in front 
cof your face, and comparing the image 
‘you soe with each aya by closing the 
ther. Your right eye sees your finger on 
the left side of what you can see, and the 
left eye sees it on the right side.” Industry 
experis voiced their reservations about the 
predominantly ‘ed! visuals, but as Plumb 
‘explains, this was a cost-cutting measure 
‘more than anything else, “The main reason 
was that colours other than red were cost 
prohibitive,” he comments. “Red LEDs 
‘ware also more power efficiant and easiar 
to see than others.” 

‘The much talked about 32-bit CPU might 
have placed the console in a different 
league to the ageing Super Nintendo and 
‘Sega Mega Drive, but because of the 
addtional effort of marshaling two displays 
instead of the tranitional one, the power 
of the NECB10 CPU processor was 
instantly apparent. “From a programming 
point of view it was dificult; the machine 
essentially had to keep twice as many 
screen buffers ready for display in the next 
frame than it would in @ normal console 
game,” says Woita, It also didn’t help 
that the console lacked many features 
‘that were just starting to be incorporated 
into modern home consoles at the time, 

"The strange thing about the Viral Boy 
‘was that it was a 3D davica without 
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Relonsed 1895, eloused: 1895, 
Published by Nintendo lished by: Nintendo Published by Nintendo 
Created by: TRE Soft Crested by: House Crested by Husson Sait 
By the same developer: By the same developer: By the same developer: 
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effective and obvious) use of Boy Wario La 
technology. As 
suggests, isa vertically and sees Mar 


‘earching for 
‘Amazon, Whi 
fairly tradition 


of button, Whi 


i's arguable 
‘that the game could have been 
achieved just as effectively on 
‘normal’ consoles, the visual trick 
Is undeniably impressive 


Unique dip 


Often cite by hardcore fans 
as the best pe 
lable on the machine, Virtual 


the excellort Game Boy tile 


showenses Ware's penchant 
for wearing abilty-aiving 
headgear, the Virtual Boy's 


create gamepiay situations, 


‘Alongside the simplistic Mario's 
Tennis, this i the only other 
Virtual Boy tle to featur 
Nintendo's famaus plumbing 
‘mascot, Rether than replicate 
the gameplay ofthe ‘lassie” 
Mario adventures, itinstead 
{apes the single-acreen blueprint 


‘Although it features Hudson's 
mest famous creation, 


of software 
nd follows on fram leon the eystem, 
the limitations 
itdisplays 

3 graphics rather 
than filed’ polygons 


jo's rch-nemesis 
treaeure in the 
le It lays ike @ 


Panic Bombers a Puyo Puyo: 
‘style puzzle ttle. While the 3D. 
tffect generated by the Virtual 


nal platformer and effects striking and despite the Ind dewn by the ancient Maria Boy hea no actual besring on 
Sindistinguished reputation of the ros i's very easy to pick up the gameplay, Panic Bombers 
‘developer, Red Alermis actually and is increcibly addictive, even nevertheless a marvel to behold 


pretty good fun to play I's sits 
distant second to the illustio 
Star Fox, though, 


ifthe repetitive nature of the 
gemeplay makes it more of @ 
short burt proposition. 


The only real drawback is that 
intdossn'teontain a two-player 
‘option -what a shame, 


is utliged to 


dodicated 2D hardware,” comments 
Plumb. “3D hardware acceleration was 
just starting to blossom at the time and 
required too much power to incoroorate 
into what was essentially a portable 
device, So, the Virtual Boy had a standard 
'810 processor with a couple of other 
chips to handle rendering sprites and 
sound.” While it might have been lacking 
froma technological viewpoint, elsewhero 
it was genuinely ground-breaking; take the 
Unique contrallar~ which arguably had a 
massive influence on the dasign of the 
N64 pad for exemple, “It has extensions 
Pathinys ape eee ae be 
says Plumb. "Most controllers of the day 
were designed to sit in your fingers. 
‘The controller also features two D-pads ~ 
something that would later be mimicked by 
tho twin analoguo sticks of the PlayStation 
Dual Shock. “I realy liked the Virtual Boy 
controller,” admits Woita, “| thought was 
ergonomically designed to meet the needs 
of all kinds of potential game designs. 

When the Japanese launch arrived on 21 
July 1995 it herakded some unusual scenes, 
‘The anxious queues of hardcore fans that 
greeted the launch of the Super Famicom 
in 1990 wore suspiciously absont and day: 
‘one reports suggested that stores falled 
‘to shift all of their Virtual Boy consoles ~ 
something that is almost unheard of with 
‘Nintendo hardware release, even to this 
day. This was desoite the fact that the 
console had seen its initial RRP slashed 
from ¥19,800 to 15,000 — an attempt by 
Nintendo to make it “more appealing to a 
‘wider range of gamers” 

The reasons for this dismal debut wore 
‘manifold, but perhaps the most important 
‘was the lack of truly kiler software; while 


the opening salvo of titles was fairly 
‘enjoyable, thera was no Super Mario 
World or F-Zero to convinee people the 
machine was worth owning. Third-party 
support — usually so muscular with 
Nintendo hardware — was suspiciously 
light on the ground, and it transpired that 
this was largely down to Yamauchi's 
orders. Ina somewhat misguided attem 
to ensuro that the Virtual Boy only got tho 
very best standard of software, he made 
sure that oniy a solect few companies wore 
shown the technology and permitted to 
ign up for development. It was a bizarre 
method of ‘quality contro’ that ultimately 
backfired, as the system struggled to gain 
any kind of third-party support after its 
calastrophic opening week sales — in fact, 
only 22 games were ever produced in its 
entire ifa span 

The system's position within Nintendo's 
catalogue also caused bownderment. 
People had baen expecting the next Game 
Boy and the fact that ‘out of the box’ the 
Virtual Boy was oniy able to run when 
powered by six AA batteries seemed to 
Confirm its portable nature, However, after 
sesing the finished hardware in the flesh 
it was painfuly obvious that this wasn't a 
mobile system. Woita thinks that in this 
regard the company was probably guity of 
not being transparent enough with the im. 
of the project. “What Nintendo really meant 
by portabie is ‘transportable’ in that you 
could carry the deviee from one stationary 
place to another” he says. “They never 
really meant ‘portable’ as in the Game 
Boy or DS type of portability. Imagine if 
‘you were to try and play the game while 
walking around... you'd fall down the stairs 
‘or bump into a wall” 
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‘Only 22 games wore ever 
officially released for the 
Systam, OF those 22, 18 wore 
‘teased in Jopan and 14m 
North Ameren, 

‘The Virtual Boy was never 
officially released in Europe, 
Nintendo spent » 
‘whopping $25 milion 
‘tiempting to promete the 
‘machine in the US. 
Ironically for @ system 
that only has 22 gees in 
total the Virtual Boy has two 
Versions of Tetris: 30 Tote 
tnd Vets 

‘On the Japanese version 
‘ofthe machine, the 
onnector, which would 
hhave enabled the ink cable 
tobe used, is called the'EXT 
port: However, on the US 
‘ade Ite accompanied by 
the words lay Link: 
Although the Virtual 
Boy's twin D-pad setup 

wes revolutionary atthe 

time, only three tes 

Red Alarm, 30 Tori and 
Teleraboxer| made proper 
use of both pads 

The eyepiece of the 

Virsa! Boy is made of 
neoprene and can be 
emaved or clesning. 


second-hand unite alten 
spay cracks in the paste 
that holds the logs in place. 
‘Only 140,000 units 
were sldin the US, with 
£530,000 making their way 
into Japanese homes (and 
probably the back the 
‘upboard net long after that, 
Nintendo advised 
hildren under 


‘not be allowed to play he 
Virsiai Boy -apparertiy the 
3D offect could damage their 
sultdeveloping eves. 


ay 
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For Nintando, the bad nows didn’t end 
with the disappointing opening weak 

sales, Those consumers wha took the 
plunge and made a purchase, complained 
‘of headaches after prolonged use. This 
was possibly side effect of the harsh 

red visuals, but it's just as likely that these 
Users weren't adjusting the focus settings 
correclly. "Because the distance between 
the left and right eye is different for 
‘everybody, the Virtual Soy had ta have a 
vay for the user to adjust the independent 
spinning mirors,” explains Woita. “The 
knob at the top of the device would let vou 
adjust what you see in the same way that 
‘you adjust a pair of binoculars to visually 
feel comfortable for your eyes.” Nausea 
‘was another apparent side effect, but 


again this was probably down to users 
faling to calisrata the harchware properly 
while the images generated by the Vit 
Boy had the potential to cause sickness, 
programmers made efforts to ensure that 
this unwelcome feature was not included 
© finished software they produced, 
"You could aisplay whatever you wanted 
in each display.” explains Plumb. “The 
hardware did not force any correspondence 
at al m sure that if you displayed images 
that were too outside what the brain is 
Used to secing then it would be somewhat 
stressful to experience.” To prove this 
point, Woita recalls ]@ moment during the 
production of Waterworld when proper 
procedure wasn't followed: "When we 
were tun horizontal distances 
between the left and right eye, our 
‘manager took a copy of the game to the 
test lab without us knowing and the testers 
got alittle bit queasy. Of course, this all got 
fixed the next day 

These scare stories ~ combined with 
Nintendo's own admission that using 
the system could damage the eyesight 
Of children under the age of seven — dic 
‘much to harm the public perception af the 
console, but hindsight has proved that the 
vast majority of owners could play their 
machines without experiencing any of 
these problems. Sil, there was no getting 
‘away from the fact that the Virtual Boy 
was not a particularly comfortable console 
‘on which to game; it required the user to 
adopt a hunched, seated positon, wi 


ch 


led to further complaints of neck strain. 
Compared with the glorious liberation 
offered by the Game Boy, these issues 
made the Virtual Boy lock distinctly non- 
ser friendly, It didn't help that Nintendo 
made some significant blunders with other 
Vital aspects of the console, too. Although 
the system showcased an ‘EXT Port 
interface, which would alow twe machines 
10 be linked together (a feature that 
arguably contributed to the Game Boy's 
incredible mass-market success), a ink 
cable was never produced. “A two-pl 
cable was in the works," reveals Plumb. 
"| rememiber working with Waterworld's 
Head-to-Head mode, but in the end this 
feature was dropped from our plans for 
the game pretty early production, as the 
cable didn’t appear 
Despite the Virtual Boy's frosty reception 

in fs hameland, Nintendo continued to 
plan the US release. However, this time 
it was eager to enlist support from as 
many thirc-party developers as possible. 
‘Nintendo was great to work with all along 
the way,” admits Woita. “They had a two- 
day development conference up in Seatt 
before the US launch and | learned about 
some cool new features that had never 
bean found in a gaming devioe before, nor 
since. 've worked on so many differant 
types of consoles and development 
environments and | must say the Virtual 
Boy was a very interesting console to 
develop for. You'd compile your code on 
the VB development box that was hooked 
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Exchange had to cease trading), which 1 
‘went on to colaborate with Bands pacatids . 
(on the Game Boy rival WonderSwan. 
Sadly, he never saw the latter machine 
make it to the market — he was tragicaly 
killed in 2 roadside accident in 1997, He 
was 56 years old 

Although coming up with an explanation 
for the failure of the Virtual Boy seems 
simple enough, many of the reasons 
bohind its poor performance are more 
subtle than you might otherwise expect. 
"think the antisocial nature of the machine 
was the main issue,” comments Plumb. 
“in my opinion, even with a full-colour 
clsplay and fantastically powerful 3D 
hardware, users would be reluctant 
accept it as a day-to-day system because 


Incredibly, the Virtual Boy has 
been emulated by industrious 
coders whose creations actually 
offer 8 fairly good impression 
‘of what it's like to play the 
real thing. “The best known 
and mast up-to-date emulator 
‘these days is ‘Realty Bay’ by 
David Tucker,” explains Plane 
Virtual Boy's Christian Radke. 
offers pretty high compatibility, 
some debug features and even 
rudimentary emulation of the 
EXT Link Port over TCP/IP. The official Link Cable has never been 
Feleased and therefore no commercial games suppor it, but there: 
are some homebrew games that do so and mare wil follow. The 
3D effect can be replicated in several ways on the emulator. You 
tan use Shutter Glasses, a CyberScope, overlunder or side-by-side 
oagles, or a wide range of two-colour 3D goggles, lke red/blue. 
Nothing comes close enough to the 3D of the Virtual Bay, though, 


one ection of Vitul Boy Tushnapae was 
edt ronment tench oft ens naps, 


to your PC and then you'd side your head 
‘over to the Virtual Boy tse to look in and 
see what your change dl, then you'd 
‘move your head back over to your PC 
screen, recompile and repeat the process. 

‘The Virtual Boy hit American store 
shelves in August 1995 and it was 
\wolcomed by the samo consumer apathy 
that greeted is launch in Japan, Nintanda 
cf America tried to remain confident and 
boasted of a complete sel-out, but what 
the company failed to disclose was that 
many of the larger electronics chains had 
taken as litte as two units per store. Asif 
{o confirm the lacklustre retal performance 
of the console, the price was swiftly 
slashod from $180 to $159 bofore dropping 
tw an official RRP of $99 in May 1986. 
When this falc to shift stock, stores took 
it upon themselves to drastically discount 
the system and it has been reported that 
Virtual Boys were changing hands for as 
litle @s $20 in some parts of the US. In 
total just £00,000 units had found their 
‘way into the homes of gamers worldwide 
way short of Yamauchi's modestly 
predicted 3 milion, and as you might 
expect, such dire performance in the Japan 
‘and US effectively destroyed any chance 
of a European release. It was a disaster 
‘of truly epic proportions and the impact it 
had on Nintendo's status in the videogame 
industry was considerable. 

Of course, someone had to take the 
blame and that person was Gunpei Yoko 
The man who had generated untold wealth 
for Nintendo thanks to an astonishing string 
of high-profile successes (including the 
Game & Watch series and the Game Boy) 
found that his reputation was in tatters and 
rumours suggest that he was treated lke 
an outcast within the walls of Nintendo's 
Japanese HO. He took the failure of the 
console incredibly personally and eft the 
‘company under a cloud in August 1996 
to form his own studio (a soismic act that 
caused nervous traders to offload Nintendo 
‘shares So vigorously that the Tokyo Stock 


of that” Woita has his own take on the 
fiasco: “I'd go into a toy store and soe the 
Virtual Boy display set up and nine out of 
ten times it would be broken, so point of 
purchase wasn't working for it and the only 
way you can realy sel this unit isto try it 
first hand. TV commercials couldn't do the 
machine justice because the TV couldn't 
show the Virtual Boy's coo! 3D capably.” 

Tho console lasted loss than a year 
before Nintendo unceremoniously switched 
off the ife support, and beanng in mind 
that most videogame hardware doesn't 
really hit its stride untl at least a couple of 
‘years into its life span, sit possible that 
the Virtual Boy could have imoroved had 
it been given opportunity to shine? "Most 
definitely” insists Woita, “The whole 
Virtual Boy development community at 
the time was cutting their teeth on their 
first ound of games. It takes a few years 
1 start figuring out tricks that alow you to 
squeeze the most out of a given platform.” 

Despite the negative reputation that 
he machine has, it's surovising to find 
that those who have had the chance to 
work with i have positive things to say. 
"The Virtual Boy was a fantastic piece of 
technology,” says Woita, “We just started 
10 scratch the surface of what could 
bbe done and | was really excited about 
creating games in what | would call closer 
‘to real 3D then we ‘see! now.” 

Over the years, Nintendo's attitude 
towards its unwanted child has warmed 
siightly. The Virtual Boy has made some 
notable appearances in the WarioWare 
series - Virtval Boy tile Mario Clash 
is one of the mini-games in the Game 
Boy Advance version, for example. The 
machine fst is now a highly valued 
collector's item among dedicated Nintendo 
aficionados and merely owning one grants 
‘you entry to the upper echelon of fandom. 
It may have been a non-starter, but there 
is one thing you simply cannot deny when 
talking about the Virtual Boy: i was @ tnly 
unique experience, the kes of which we 
may never see again, 
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Neat rolessedt 1998. GAME BOY COLOR 
Original price: £80/8129 

Buy it now for: £5-10/$8-16 

Associated magazines: Nintendo Offical Magazine 

Why the Game Boy Color was great... The Game Boy Advance was 
roleased so soon after the Game Boy Color that many of its best games wero 
lost in the rush to upgrade to the ‘next big thing’. Returning to the GBC now 
reveals a wealth of great games that you never knew existed, especialy those 
available on import. besides, if you want to tran a monkey to box in between 
sending it out for oury then you can only doit on the Game Boy Color 


GAME BOY 


AFTER RELYING ON THE ORIGINAL GAME BOY FOR OVER 
NINE YEARS, NINTENDO FINALLY UPGRADED TO A COLOUR 
MODEL, ONLY TO REPLACE THE MACHINE TWO YEARS 
LATER. ASHLEY DAY LOOKS AT ONE OF NINTENDO'S MOST 
SHORT-LIVED CONSOLES AND SHOWCASES THE GAMES 
YOU MIGHT HAVE MISSED THE FIRST TIME AROUND 


‘umours of a colour Game Boy began to 
circulate almost as soon as the original 
‘monochrome handheld was released in 

11989, Ataris Lynx proved that colour gaming 
‘was possible on the move, which prompted 
‘some to question why The Big N chose 

‘the less-impressive black-and-white route. 
do's answer, as always, showed that it 
hhad done its homework. Colour handhelds, although possible, 
‘were not practical: the massive drain on batteries and reliance 
on oversized hardware forced the user to play at home (close to 
plug socket) and completely defeated the point of a portable 


games console. Hardware Homebrew 
Nintendo chose instead to produce a handheld that was cheap to gammrnacers mov on 
rin and ight enough to cary around, pledging tony upgrade he ——_-eermunty sian lee ascot 


Storr ean mee os 
Stogere eye onde Gare Boy 
proved moe than wise as the Game Boy went on to sellover 70 Ears ho ncptn Tre porary 
millon nits despite te lack of colour sting of his fm Ninind’s, © te devee hos proved esocaly 


familar brands, as well as new properties lke Pokémon, ensured that Gaveloners who have ranaged to 


console wien technology caught up with demand. That strategy 


tho handheld fought ff all eompettion and stayed nthe hands of see GBC formar arses 
{gamers for the next nine years until technology finaly caught up. aliens cere eared 

£8y November 1998 Nimtando made good on cs promise and the GPS 20, tl Soko 
revealed the Game Boy Color to the world at that year's E3. The ‘Systern thet ues a cust ieee 
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console originally used a tech deme, featuring schools of multicoloured 
fish, that clearly showed how advanced the handveld was in 
‘comparison tots forebears, By featuring a crisp 256x256 pixel TFT 
(Thin Fm Transistor screen the GBC could output vibrant colour 


visuals, without eating the batteries, while also keeping the machine Come Boy Coors carton | 
Boy Cotorina a enean GPS deve 


small and ght. In addtion, the processor was twice as fast as the 
original Game Boy, 56 colours could be uisplayad from a palato of 

32,000 and the unit included an infrared device that could wirelessly 
transfer data batwean two machines. Since various coloured machines fanay ara 
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hal provod successful for Nitendo inthe past planned to 

roease the G3C in six differen etours with mere to flow. 

The fist xc were Atom Pups, Bey Teal, Dandelion, Lme 

and Grape although only Atomic Purple initially made it to Europe 

in time for sunc, 

With the 68s impressive specs an iong battery fe rom 

‘oni wo AA batteries) Nitendo fans were eager lo see what games 

were in store for them, but some were dsapponted as tho frst batch 

of leases dito t take advantage of the new handhel's power. 

{As with the transiton ftom NES to SNES, Nintendo was reluctant 

to alone these who had stood by the Game Boy fr so lang, and 

imomented a backwards compat ystom th: tuned out be 

s both a blessing and a curse. The Game Boy Coor was fly backwards 
compatible, making it capable of playng thousands o lasses straight, 
‘ut othe boxin a simple colour scherne, May ofthe original Game 
Boy games had a defauit colow pasta, whic Game Boy Color made 

® seo ensue that Kit slayed pik and Yosh gen, for example 

Those gamos that dd not havea default colour scheme could be 
akoree by hoaing down afernt cornbnations of buttons upen 
awenng up the mactne, athough tis dd have as crawtocks as the 

ra palette always coloured the sprites differently from the background, 
‘hich meant he games that ted o surprise the layer, by having 

spies suceny move, dis ute work as ntended 

“The backwards compatity wes a frst for any handheld and @ 

smart move, but Nintendo took the plan a step ther andra the sk 

of angering those who had paid the £80 asking price forthe GBC. To 

tease the move fom monoctreme hardware tothe Game Boy Color 
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‘the first fow games would be playabia on the anginal Game Bay in 
black-and-white. This meant that owners of the ‘Game Boy Classic! 
‘could enjoy the new games without feeling pressured into ungrading 
‘out, frustratingly, it also meant that early adopters of the GBC had 

to make do with launch titles that dit take full advantage of the 
handhele's capabilites. ary tites ke Tetés DX and Link's Awakening 
DX were decent enough, but some gamers couldn't help but fee! 
that they were playing monochrome games that had been ‘coloured 
in, This continued unti the release of Super Mario Bros DX (1989): a 
‘cartridge that used the full power of the GEC to perfectly re-create a 
portable version ofthe NES classic forthe fist time. 

Quality software was finaly bagnning to appear, but the Game Boy 
Color hach't quite captured the hearts and walets of porable gamers 
just yel as it faced its stffest ever competition. Although the previous 
Game Boy had enjoyed an unbelievable 99 per cent market share, 
the new console was up against two new rivals that were carving 
major inroads towards Nintendo's once-captive auclence. Bandas 
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‘WonderSwan exploitad Nistendo’s rocky relationship with Squarasoft 
by securing the rights to all portable versions of Final Fantasy and 
captivated the Japanese market in the process. SNK meanwhile 

had a handheld ofits own, inthe shape of the Neo Geo Pocket, 

which was very popular with hardcore beat-er-uo fans. Nintendo 
needed a strong, system-seling game if it was to fend off these two 
sonsiderable enemies, It needed a ‘oiler app’ It needed 'Pokémania’ 

With well over 16 milion copies of the orginal Pokémon sold 
by 1998, the popular RPG can take sole credit for saving the 
monochrome Game Bay from obsolescence. The orginal game had 
spawned a worldwide addiction forall things Pokémon, and kids 
‘across the globe hungrly consumed anything with Pikachu's face 
siaoped on it, but what they really wanted was a brand new Game 
Boy adventure, ter al, even though Nintendo had exolited the 
Pokémon brand to the nth degree, the original RPG by Game Freak 
‘was silla very compeling and tighly polished game. Pokémon Gold 
‘and Sivver were released in 1999 in Japan, 2000 in the USA and 2001 
in Europe, The considerabla gaps in olease dates can be attributed 
to the time needed to transite the in-game text, but Nintendo had 
‘the added bonus of pralonging the Game Boy Color’ fe span an a 
slabal scale, Tha new Pokémon cid the tice, and even though it could 
be played on a monachrame Game Boy, Pokémaniacs all over the 
‘world ought a Game Boy Color just so they could see their favourite 
Pocket Monster in the correct hue, Sales of the handheld, heloed by 
a ‘Special Pokémon Edition’ seyrocketed and by 2001 had reached an 
estimated 60 milion units, 

With sales of the Game Boy Color guaranteed by Pokémon's colour 
dobut in 1899, the machine started to receive much more suppor. 
from thil-oarty developers. The handheld rad previously been fttered 
\with shovelware (mostly sports games and cartoon icences!, but the 
‘major developers soon realised that there was major sales potertal in 
the GBC and started to take the handheld senously, Konami offered 
an original adventure called Survival Kids 2s well as en exclusive 
(Metal Gear game, Rare created a handheld Perfect Dark and ported: 
the SNES's Donkey Kong Country whie Capcom ported 1842 and 
‘Street Fighter Ajpha and even created a GBC Resident Evi game 
that dobuted in tho UK, Not al ofthese games stood up tothe high 
standard that ther names suggest, but some of them were excolent 
‘and showed that the Game Bay Color had more to offer than just 
Nintendo franchises and chiron's games. 

By 2001 the Game Boy Color was just beginning to hit its stride, 
Sales of the machine were healthy and bth Nintendo ane hid 
parties were tuning out some great software untl the ie span of the 
handheld was out short when Nintendo released its next-generation 
handheld: the Game Boy Advance. The GBA arrived in Europe on 
the 22 June 2001, only two and a half years after the Game Boy 
Color, making the GBC Nintendo's shortest vod console attor 
the Virtual Boy, Quite why Nintendo chose to supersede 
the capable hardware so soon after fs launch is stil a 
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mystery and ramans a 
‘questionable decision, 

‘As the Game Boy Advance 
naturally gathered momentum the 
Game Boy Color stayed in production 
fora short whe, At the sighty reduced 
price of £60 it cost half as much as the GBA, making 
itan affordable altoratve to the new Game Boy and it quickly 
became the handheld that parents oped to buy for very young children 
‘who would not natica or eare abaut the difference in performance 
‘As such, most publshers retuned io the safe market of cartoon 
licenoss, out there were stil some worthwhie releases in the GBC's 
final months. Most valued of these were two new Zelda games: The 
Oracle OF Ages and The Oracle Of Seasons, Each was co-developed 
by Nintendo andl Capcom and they were considered such great 
‘additions to the Zelda series that many Game Boy Advance owners 
happily bought them despite their being developed for a technically 
inforior machine, Development continued, but duo to the diministing 
Popularity of the console, many new games were only released in 
certain temtones. The US got Ena’s Dragan Warrior Il, for examoie, 
‘while Japan gat soveral Dance Dance Revolution games in 2001 and 
three excusive Goemon (Mystical Ninja) games. One ofthe greatest 
Game Boy Color games to make it t Japan and the States [but not 
Euroge! was the innovative Kirby Tit 'N’ Tumble, a Marble Machess- 


‘Something in the air 

Th Care Boy Clr ved ok vas 

enUnsercsed germes Hel ne 
raegetrosy wa, but at 


sive game that actualy required the handheld obs ited n order to Super Mai ros x 
ro Kiby around the stage. tN" Tube wl only work onthe fst. Margehar res 
mode of Game Boy Advance so fyou havea GBASP oraMico Sea POeren 


Mission impersibie 

Pats TV remote GRC cane 

Signal then se your CB i earl tne"V 

‘Aunin Powers 

Beam sere! messages to an cpnonent 

(peter use ren yout stig nex 
hho? 


thon i's worth invosting in a Game Boy Color just 0 play this highly 
inventive Nintendo tie 

“The final Game Boy Color game was, Hamtaro: Ham Hams Unite, 
released in Europe in Janwary 2003 2 litle over four years after the 
launch of the hardware. As with many of the GBC's last games, 
Hamtaro was lst amid hundreds of Game Boy Advance games and 
was sadly overlooked by most gamers. This has given the Game Boy 
Color an unfair reputation as the one Nintendo handed with few 
‘worthwhile ttle, but this simply isn't the case. Dig around for the 
‘games that mado it out between 2007 and 2003 and you are sure 10 
find many lost gems tha, although 
overlooked, wore great stles well 
‘worth your attention, 


remote tthe GBC tpn 
Unekate chess 

Bomberman Mex 

Esch que sgh om an nates 
tdece woke adres caret 0s 
Poksmon Crystal ine up he 
‘petne Pocket Phau Cort uricek 
hen tera and meters 

Perfect Dare 

Dose 

“Teds dogs aed oys 


eae The GameBoy esr En ginal a perctthe PlayStation 
‘ers uta arwd te poopy 


PERFECT TENGAMES 


It may have had a short production run but Nintendo's Game Boy Color stil had plenty of great games available for it, from 
Resident Evil Gaiden to Metal Gear Solid. Of course, any top ten is entirely subjective and open to violent debate 
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THE LEGEND OF ZELDA: 

LINK’S AWAKENING DX 

» RELEASED: 174 

» PUBLISHED BY NTENDO 

> CREATED BY: N-HOUSE 

» BY THESAME DEVELOPER: SUPmRHBIAOKET 

()] West cested when Nintendo's dele version 

of Link's Awakening DX appeared. Aft al, twas 

essentially five-year-old Game Boy game aoe wth one 
brand new dungeon, Garne Bay Prater supoort a ful 
colour graphics) Nevertneless Link's Awakening remains 
as captivating as ever, and ance you got dravn back nto 

1s beaut ‘uly crated garne word youl never look back, 
Link's ouest to wake the Wina Fish sled with memorable 
characters, well designed dungeons and the sort of magical 
‘gameoay that Nintendo seoms able to creat with ts eves 
shut. A gteat RPG that wil please Zelda fans the world over 


SUPER MARIO 
BROS DX 
» RELEASED: 187 
» PUBLISHED BY NTENDO 
CREATED BY: N-HOUSE 
» BY THE SAME DEVELOPER, 
SUPER MARLAND 
(03 Seperasi Broe DXi yt 
another great example of 
‘Nintendo taking a game from 
its impressive back catalogue 
and revitalising it for a brand 
new generation of gamers. Not 
‘only di you roceive 2 perfect part of 
‘Mara’ fst ral acvontue, Nintendo 
alsoincladed exras wo ensue tha it 
eserves ‘dela’ tag.Cralenge 
‘med reauited you to achieve a 
‘certain eve! t compietal ofthe 
ives, collecting five red coins ant 
Yost ogg win ate iit wie 
‘Versus made was a race against Lugh 
that made ful use of the Gare Boy 
‘Colors inkup cable. unmissable 
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METAL GEAR SOLID 

2» RELEASED: 2009 

> PUBLISHED BY KONAMI 

+ CREATED BY: IN-HOUSE 

> BY THE SAME DEVELOPER: GRADS 
Despite abandoning the 
single-sereen cel-based 

design of previous 2D instalments, 


Babel) is regarded by most as 
‘one of the GBC's finest releases. 
Ietakes the est elements ‘tom 
previous garnes, anc adsnts ther 
to work witin the GBC Imitators 
There are now incvidus connected 

ch elminates backrackng 
{and alows shorer bursis of pay 
Plenty of welamplemerted steat 
sectors, 2 bourifl roster of gadgets 
{and weapons, an assortment of 
‘wonderfuly depraved bosses, plus 
‘he expected storyline of betrayal 
{and mora! ambi, rake forthe 
perfect handheld acventue 


POKEMON GOLD/SILVER 
» RELEASED: 201 
» PUBLISHED BY: NNTENDO 
>» CREATED BY: GAMEFREAK 
5 THE SAME DEVELOPER: POKEMO 
(02 SBCs two Pokémon ties not ony gave 

you gloriously coloured critters to battle with, 
they also brought several excellent new gameplay 
‘mechanics to the table —the most ingenious being a 
realtime eoek. Pokémon and covain events now apnesr 
at specie times ofthe day, ging Gold and Sir a‘ 
‘quality missing from prevus Poxémon tiles. Another handy 
ew feature was the adciton ofthe cellphone, wunich mace 
‘Teaser to keep in touch wth key craracters. You wore even 
able to breed Pokémon, athougn sadly was mmpossibie 
‘p create mantofsnoots. The end result is a sprawling 
acvertuze that no RPG or Poxéman fan shauil be without 


RED 


TETRIS DX 

» RELEASED: 1999 

» PUBLISHED BY: NNTENDO 

» CREATED BY: IN-HOUSE 

» BY THE SAME DEVELOPER: SUPER 

asioROS 

(dt sissy have to hand 
itto Nintendo, it certainly 

knows how to get people to part 

‘with thelr hard-eamed cash. Tos 

was avoady owned by practealy 

‘everybody that had access toa 

Game Boy it was aignaly gven 

away fee wit the machine) but 

peozle sill wert crazy when Tots 

DX was eventual released. Not 

‘only could younow olay the gare 

in fantaste eoieur, but Nintendo 

had also eluded a varety of new 

‘gameplay modes tat made the 

pul puzzler even mee helishy 

seit than fe avady was. You 

ould be doing yourset a csservice 

it you'et tis one pass you by 
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RTYPE DX 
RELEASED: 177) 
> PUBLISHED BY NATENDO 
» CREATED BY: Ts STUDO 
» BY THE SAME DEVELOPER: 
CCONSTANTINE 
‘Shoot-em-up fans got real 


get both the colour ana bisicand 
‘nite versions of Types and 
{and Bits created the al-new FeType 
DX. an amalgamation ofthe fs 
games with spruced-um graphics, 
some rity paalax scaling and & 
ew love! to ight your way through 
(Ofcourse, Type DX wasnt 
without its problems (the GEC's bet 
small serean meant that certan parts 
ofthe game were paniculy tricky 
tonavgale, but there's no denying 
“temrains one of the grates 
shooters avail fr Nntend's 
portato system 


RESIDENT EVIL GAIDEN 


2» RELEASED: 201 
> PUBLISHED BY: VGN NTERACTNEICAPCOM. 


two spite 


CREATED BY, MLD 
BY THE SAME DEVELOPER: 
NAB KATEAND ASHLEE WNRERSOROLE 

(Og Many garars ware sisappointed with Rasdent 

Evil Gaiden as it shared lite in common with its 
PlayStation brethren. No o's spocky camera angles, ne 
canying a certain number of tems and na more scares 
te disappointed, though, Gaden remains a suners 
ih a gipsing sory Ine, plenty of recognisable 
characters and a brand new way of destroying zombies 

‘Won you ret sat zombies, he game switches to frst 

person and shows them approaching. A power bat 

2 the bottom of he sergen ane careful hits stop your fons 

and alow you to continue 


WARIO LAND 3 

» RELEASED: 2009 

» PUBLISHED BY: NNTENOO 

» CREATED BY:IN-iCUSE 

» BY THE SAME DEVELOPER: 
THELEGENDOFZELDA 


Now more famous for 
his WarioWare franchise, » BY THE SAME DEVELOPER. THE 


‘widely considered his best. The 
raphe feature huge, wel-awn 
plete with farast 

‘animation. Ware naw has several 

new tanstermaton sis 

there a plenty of now gameciay 

touches such as lve tat switen o 
wc right and day after they 

ase completed, Wario doesnt start 

fut wth as any skis as in orevious 

ties, but Nintendo gradual 

‘lows tim to rec them as 

tho game progresses. A sold and 

amusing platformer 


PERFECT 10: GAME BOY COLOR 


jay) 


THE LEGEND OF 
ZELDA: ORACLE OF 
SEASONS/AGES 


RELEASED: 201 
>» PUBLISHED BY: NNTENDO 
» CREATED BY NTENDDICAPCOM 


Traenno= 7 De EONS 
(19 Besse sentanesusy, 
Oracle Of Seasons/ 
Ages featured detailed visual 
‘memorable musi and plenty of 
new tems that enhanced the 
airesdyrich gameplay Boh vere 
Seman design, bate were 
Sent on ceton garni spas 
ado niet, Sees, 
‘ean og ere 
fohtng whle Ages en equted 
youto vm caus purtas They OD 
(ead obo started nth a code tat 
erveled you to begn ether ie with 
ters at sles gies on the 
wus ge 


P 


STRANDED KIDS 


1» RELEASED: 1977 

> PUBLISHED BY: KONAMI 

> CREATED BY: NOUS 

+ BYTHE SAME DEVELOPER: LOST NBLUE 

il swaerteletan eribeeneet it 
Blue will know exactly what to expect from this 

cult hit that combined the best elements of Zelda and 

Monkey Island to great effect. Asa vtual castaway, you 

‘must learn to survive the dargorous ervronment of a desert 

island ar finda means of escape using oly the materials 

{yu find ying around and te help ofa naive cher, 

‘Whether expiring the island, buidng loos and weapons, 

cor lscovering the secrets af fe, Stands Kids rewards 

‘thoughtful experimentation as wel as rosoucofuiness to 

croato an enchanting adventure that youll pay ut tho 

batteries run dy 
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DREAMCAST 


A BRIDGE TOO FAR OR MISUNDERSTOOD MASTERPIECE? 
WHATEVER YOUR OPINION OF SEGA'S FINAL FORAY INTO THE 
VIDEOGAME HARDWARE SCENE, THERE'S NO DENYING THAT THE 
DREAMCAST IS WORTHY OF A SECOND LOOK. JOIN LIFELONG 
SEGA FANBOY DAMIEN MCFERRAN AS HE TEARFULLY REVISITS 
ONE OF THE INDUSTRY'S MOST UNDERRATED CONTENDERS 


Yoar released: 1928 (Japan), 1999 (USYEurope 
Original price: £200/8323 

Buy it now for: €105/8170+ 

‘Associated magazines: DC-UK, Oficial Dreamcast Magazne 


Why the Dreamcast was great... Soga's 128-bit console promised arcade perfect 
{garring and the ability t go online for under £200. A flood of Sega classics followed 
and although Sony's PS2 was technicaly superior it took a while for it to catch up in 
terms of qualty games 


eg2's Dreamcast holds a special place in the history of home 
videogame entertainment. It was an innovative beast, being 
the first 128-bit home console to offer online connectivity 
out of the box and setting the modern trend for sourcing ‘Stermue deve endedup bog prepetein 
internal components from PC manufacturers. It also proved "Serer ma 

to be Sega's last entry in the notoriously difficult hardware 

development race and brought an end to the days when arcade conversions 
sold consoles. Released in 1998 the ill-fated machine was culled just three 


years later by a Sega undergoing s¢ ternal restructuring that would: 

ultimately see the company emerge as one of the world’s leading third-party INSTANT EXPERT 

software publishers. Tete ets 
‘The Dreamcast enjoyed a somewhat convoluted genesis. Back in the late ‘machine boosted a faster S6kps 


Ninetes, Sega wes stl smarting trom dismal hardware disasters such 9 he ee tanneccarooneted 
Mega-CD and 32X, and ts Satur console was losing the 32-bt war against Sony's Saosin | 
PlayStation. As is usualy the ease when companies ae aginst the wal cracks” itguipersers ne US ard 
‘began to appear inside Sega's corporate architecture. Newly appointed Sega of a 
Japan president Shoo Iimajr decided hat the company’s intemal haraware 


development divison was fring blanks and was determined to lock elsewhere for <eTpag eae my 


the talent to create @ new machine. This was not an entirely new stance. As early ‘eegame footage a ah stead 
15 1995 there were rumours that the Japanese company would team up with Ireagery andthe woes sents 0 
‘aerospace firm Lockheed Martin to develop a new graphics processing unit (GPU}, Rabie Willems. 


“There sno reset buen on 


and while this proposed union came to nothing, it set the wheels in motion for 
further excursions abroad in search of new hardware parniers 
‘Around 1987 Irimajii decided to enist tho services of Tatsuo Yamamoto from 


{ho toot men 
IBM Austin to work on a new hardware project. The idea was that the team would The Hang Kenan edian of 


operate exteraly and therefore be unhampered by the internal polis that were __themahine didnt sip wre 
pervading Sega's Japanese KO atthe time. Not surprisingly, when Hideki Sato trode aged pice ot plate 


~ head of hardware development at Sega Japan — caught wind of this, he was less Sega had orginally inence 


than hapoy and made cer that any technical reduction shoud happen witin ‘SaeiesMBEIRAM ne 


the walls of Sega's Japanese HQ, This resulted in two different teams working in Tel wnen fawn rat grapes 
secrecy on two different prototypes in two aiferent parts of the world. spacey sc we He 
‘Black Belt’ was the original codename given ta the machine being constructed —Sheamusts one ofthe few 


in the US, which was based around 2dfx Intoractive’s Voodoo 2 graphies Drearmesst games to selovera 


technology. The Japanese counterpart was inaly known as ‘White Bat’ (ator Tanaris yt tec 
‘Katana’ and made use of NEC/VideoLoge's PowerVR2 chp. Both machines _—Ragec gens suv epensve 
utiisod offthe-shol central processors, wih the American team picking the oe nled ey bone 
IBM/Motorola PowerPC 603e and their Japanese competitors favourng Hitach's (eg ne us me 

SHA. loncaly, despite imajn's bold move of outsoureing development, twas rewrest tangy, batt 
‘Sato’s team that ultimately won in the end with the ‘Katana’ prototype being: Pabepgivicbaphucredtioniiid 


he toa German company usng he 
vac sare 9 

in an attompe ost the PS2, 
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DREAMCAST 


ADVERTS 
Now regarded as one ofthe most 
‘campaigns in vieagare restry. 
‘Sega of Janan's Dreamcast 
promotions were retresal sot 
lepecsing, They festuea esi 
‘Segarnenagey drector Yukawa 
Higosaru geting nto al kd of 


si proved han only Seas 
haved senae of hurrour out es 
‘sso veting so aemt had made 
imstoxes wih pon harder sk 
‘Rat the Dreamcast repressed 9 


“resh star. The campaign 35 
tremendous soecees wih Japanese 
Soslonces, and Hider became 
{star owemigh Scenes fern te 
over were plastered ove 
peckaging of promotienal canacles 
(Sat te numtie managing rector 
‘overated the Wrst 
Shenme? deme dse sing 

4 orehouse ped with unsold 
Dreamcast stems 


aw 


selected as the basis for the new machine (naturally, rumours 
‘abound that rimaji's move was morely a buff in order to give the 
Japanese hardware division a much-needed kick up the backside 
‘A disgruntied 3dfx promptly sued for breach of contract, claiming 
that documents had been signed that stated that Sega would 

Use its technology in the proposed ‘Black Bett’ concept for the: 

new console (the first version of Metropolis Street Racer started 
development for the ‘Black Belt’ and Bizarre Creations even had a 
prototype of this hardware), The two projects, which had boon kept 
top secret up untl this point, wore made known to the world thanks 
10 Sdfy’s lawsuit against both Saga and PowerV/R2 manufacturar 
NEC. The former was reportedly furious about having its dirty 
‘washing aired so publicly and the lagal impasse was later settled 
‘out of court for an undisclosed sum. Needless to say, it marked an 
inauspicious start forthe ife of the new super console. 

With the technology decided upon, the next step was to give the 
new project @ name. With Sega's stock pitifully ow, the company 
‘was well aware that any new machine would have to represent a 
now beginning and distance itself from the taintod public perception 
created by the poorly performing Saturn. To the Sega management, 
‘this meant one thing - completely remave the Sega name from the 
‘console and establish a naw gaming ‘brand’ in the same way Sony 
had done with the successful PlayStation. According to reports, over 
five thousand different names were considered, with the positive- 
sounding ‘Dreamcast’ winning out. A combination of ‘dreamy’ and 
‘cast’ —as in the way a magician would cast a spell this pleasant 
‘moniker hinted at the expanded connectivity the system eventually 
brought to the home via its online services. Thankfully for fanboys, 
Irimajr’s management team later, wisely, relented and permitied the 
Sega logo to be reinstated to the console's outer casing 

Internaly the new system was a marvel of cost cutting, off-the- 
sheff componentry ~ Sega had certainly learned valuable lessons 
‘rom the failure of the Saturn. The Dreameast's 32-bit predecessor 
was hampered by high production costs and the complex nature 
of the hardware made it ficult for programmers to get the: 

‘most out of the system, With Dreameast, Sega made sure the 
console was cheap to manufacture by using parts more commonly 
associated with PCs, Tho motherboard was a mastorpieco of clean, 
Uncluttered design and compatisilty, with Micesoft’s Windows, 

CE operating systam meaning that davelopment would be a 
potentially pain-tee exercise (although it should be noted that in 
the long term, programmers favoured Sega's own development 
too's over Microsoft's). In order to keep costs down, the decision 


» Sopa wast abv tang cheap shots as als, asthis Arrears pos, 


‘was made not to include a DVD drive as the technology was stil 
‘quite exnensive at the time. Instead, Saga sad its own propnatary 
GD-ROM format, which could store a gigabyte of data. Not including 
DVD compatbilty later proved a costly mistake, 

If proof is needed to ascertain how serious Sega was about 
the new machine, you need only ook at the amount of money 
involved in designing, creating and marketing the console, Around 
‘$500 mition was earmarked for the Dreamcast worldwide, with 
roughly haf of that figure being spent on creating the hardware and 
software. The rest was splashad on promoting the machine all ovor 
the globe. Inia), who found fame and fortune in the automotive 
industry with Honda, jokingly commented a few months before the 
Japanese release that the figures baffled him ~ car manufacturers 
‘would spend roughly the same amount on creating @ new 
automobile, yet here was Sega throwing millions at the production 
‘of a diminutive box that sits under your TV. Nevertheless, Sege's 
Japanese president was well aware that this was the amount of 
capital it took to get a new machine on the shelves and into the 
consciousness of the consumer, The company know that it would 
take something special to regain market share from the dominant 
Sony. “Wo have the strength of a beaten company," Sega's PR guru 
Yasushi Akimoto commented at the time, But for al this bravado, the 
new hardware launch was undoubtedty a huge gamble. The poor 
performance of the Saturn had pushed Sega into the red, and even 
before the Dreameast hit store shelves in Japan the distressed firm 
had posted a shocking 75 per cent drop in hal-year profits. With 
such a massive amount of money being devoted to doing battle in 
the console arena once more, the top brass at Sega knew that this 
could potontialy be the last throw of the dice 

Nevertheless, as the console's Japanese launch grew ever 
loser thare was a tangibla sensa af confidence in the Sega camp, 
‘Consumer interest was high and retales reported that sttong pre- 
orders were expected. However, this optimism was knocked siightly 
‘when NEC made the shock announcement that it was stugging 
‘with the manufacture of the PowerVR2 chipset. Issues were being 
‘encountered when the company mass produced the chip at the 
required 0.25 micron thickvess {with one-n-three processors fling 
‘to moot production standards) and this invariably resulted in Sega 
having to halt Japanese pre-orders (which had reached around 80 
thousand by this stage) and reduce the projected number of units 
availabe at launch from 500,000 to 180,000. To make matiors 
‘worse, several key les such as Sega Rally Championship 2 and 
Sonic Adventure were also hit by development delays. 

‘The machine was finally launched in Japan on 27 November 
1998 and the 150,000 available units promptly sold out before 
the day was over, In an eerie precedent to the Saturt launch four 
‘years earlier, the only tile really worth bothering with on day one 
‘was Vira Fighter 3: Team Battle, Unperturbed by the PowerVR2 
production fiasco, Sega confidently predicted that it would sell 
half a milion units by March 1999. When this targat was missed 


DREAMCAST 


COMMUNITY THe Best DREAMCAST WEBSITES 


PlanetDreamcast DC News Dreamcast-Scene Dreamcast Junkyard 
wwweplanetdreameast.com __http://dreameast.deemu.co.uk  wwwadreameast-scene.com _http://the-dreameast junkyard, 
[Aisntod wih he IGN newer, this 2 Preditaby, mst modern Dreameast Anainer te win heavy ems tas _‘blogspot.com 

free tesaurce ‘oral ngs Drewmesst™ Stes ate concerned itm emulation laclwete not alkeng about that oA colton of oter-amsing! bog 
‘ested f youre digging wound or sore. seen as rey highspee PCscan Red ialused tohang sbaurwih posts that dea’ with amas very aspect 
econ software reves or ustwant to now convrably pretend che Sega's Howeve, there's ois af wihermieresting othe Dreamcast Ererarning ond 
fgetyausell aqusniedieshthestoy 2B-bt machine The ste san ningung conlenton nore ssiwelssance pasiorao, suo one oft er an 
tthe console, ths house your frst enapanct of nets aesstie when comrmunty desisteg ta keepirg the Stes on Cw nt that stl ge regular 


portet eat amateur covers realy put some effort in. rachine's memory ave. Upsoes and is wel worth an ino 


“SEGA PROVED HOW SERIOUS IT WAS ABOUT 
THE DREAMCAST... AS AROUND $500 MILLION 
WAS EARMARKED FOR THE DREAMCAST 
WORLDWIDE, WITH ROUGHLY HALF OF THAT 
FIGURE BEING SPENT ON CREATING THE 
HARDWARE AND SOFTWARE” 


and the news started to filter through that key software titles 
‘ware faling to soll in the numbers expected (Capcom's stunning 
Power Stone was one high-profile commercial disaster, erompting 
{a public apology from the developer who, wrongfully, seemed to 
assume the end product wasn't up to scratch), those individuals 
inside the walls of Sega of Japan's boardroom started to worry. 
Prior to the Western launch, the price of the Japanese console 
was reduced from ¥28,000 {about £180) to ¥19,800 {about £100), 
effectively removing all pratt from hardware sales, The reduction 
had the desired effect and units started to soll in larger numbers, 
although this could have had something to do with the release 

of Nameo's superlative Soul Calibur, which, when confirmed as 
coming to Sega's 128-bit console, caused a 17 per cent jump in 
the value of Sege’s shares. 

‘As the Dreamcast was strugging to maintain pace in its 
homeland, Sege's American and European divisions prepared to 
launch the console in their respective lerrtores. The North 
‘American release occurred on 
'9 September 1999, with the European 
debut taking place just over 
month later. The US 
launch was an astonishing 
success with Sega strugging 
to meet the initia demand 
for the product, Haff a milion 
Dreamcast consoles found their 
way into US homes inthe first 
two wooks alone - somathing the 
machine had falied to do in several 
‘months in Japan. The company 
proudly boasted that it made $98 
milion on software and hardware 
sales thanks to the 9 September 
launch. By anyone's standards it was 
a successful inroduction and ranks as 
Sega's most successful hardware launch 
in the terntory In Europe the figures 
‘made for equally encouraging reading; 
by Christmas 1998 hatf a milion units had 
oan sold meaning that Sega Europe was 
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== OTHER VERSIONS Wuen one MACHINE ISN'T ENOUGH 


© Dreamcast 
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Dreamcast Uses arene kre 


Divers 2000 CX-1 
Snape ike Sones head, his any 
Sestotle neces o Sega harswvere 
Bunded aecossors melased 
Fever hed teconference ste 
and a remote for whon you warved 
to use tas a og stanaia TV 


Hello Kitty 

Years tree Novos comered 
kD Suge ct sown Fos een 
Srecing young apres sercis 
Wa beach net bed sn 
Breumeast Seay eat 3000 
tne tary oe ren hr 
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‘six months ahead of the schedule it had set itsett. 
‘Given Sege's strong coin-op heritage, the Dreameast, not 
surprisingly, saw many arcade conversions during its if span, 
Shortly before the Japanese launch, Sega announced that it would 
’be replacing its popular Model 3 arcade hardware with a new 
standard called NAOMI {New Arcade Operation Machine Idea). 
NAOM! and Droamcast were essentially the same systems, with 
the former possessing twice as much RAM and four times as much 
‘memory. This meant that home conversions were more 
‘often than not exact replicas of what was seen in the arcade, and for 
the first ime since the days of the Neo-Geo AES the term ‘arcade 
perfect’ actually meant what it said, A slew of Sega-preduced 
arcade ports arrived including Crazy Taxi, Quirgger, 18 Wheeler, F335 
Challenge, Dynamite Deka 2 and Vira Tennis. Superb support also 
‘came from many leading Japanese arcade companias, most notably 
‘former Satur ally Capcom, which not only released some excellant 
NAOMI tities (Capcom Vs SNK, Marval Vs Capcom 2 and Project, 
Justice to name but three}, but a'so seemed to release a new 2D. 
fighter on an almost weekly basis, with tiles ke Street Fighter Il 
DarkStalkers/Vampire Chronicle and Jojo's Bizarre Adventure proving 
that Capcom was as serious about standing by the Dreameast as it 
had been with the Satutn. Capoom offered another tile for Sega's 


“THE THRILL OF PLAYING CRAZY TAXI IN THE 
ARCADE KNOWING FULL WELL THAT A PIXEL- 
PERFECT CONVERSION (AND NOT SOME CUT- 
DOWN PORT) WAS SET TO ARRIVE ON THE 
DREAMCAST IS AN EXPERIENCE GAMERS ARE 
UNLIKELY TO WITNESS AGAIN” 
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“The R7 was orginally manufactures 
parlors nan, Prelate 
Sins have mace oto the 
Sha nea the mars of Seg eolectors 
‘The See black exer fringe us 
ofthe Mega Drive, ich certainly 
Feed thine 


‘Treamcast 

[Nor stcty an ofl hardare 
as sold 9s «portable solston for 
Dreamcast fans, Complete wit 2 
Ineredle power on te move 
bush ouble te establishes 
handheds of he 0 


machine, a game that was arguably more important than any of ts 
available fighters. Resident Evil Code: Veronica instantly caused @ 
large amount of buzz for Sega's system, mainiy down to the fect 
that until that ume the series had been entitely Sony exclusive, The 
‘game was eventually ported to PlayStation 2 and even Nintendo's 
GameCube as Code: Veronica X, but many fans fool the Dreamcast 
cofigina! was far superior. 

Unfortunately, consolidating further third-party support wasn't 
‘going to be easy. Companies lke EA had been bumed by the 
failure of the Saturn and ignored the Dreamcast throughout is life, 
‘choosing instead to stick with the far more profitable PlayStation (t 
‘was believed at the time that EA was offered favourable pubishing 
terms on the PlayStation 2 iit dct support the Dreamcast) 
Others adopted a cautious ‘weit and see" policy towards the 
machine, commenting that they would review their stance when 
sold sales figuras came through. Sadly, as positive as the Western 
launches had been, Saga struggled to keep the momentum going, 
With Sony's PrayStation 2 looming menacingly on the horizan many 
‘gamers decided to stick with their current machine rather than 
Upgrading to the Dreamcast, and as a result interest started to wane. 
Price cuts, tke the one witnessed so early on in Japan, predictably 
followed in the US and Europe, but these faled to be a long-term, 
solution to the problem, 

Invariably, as sales began to diminish, more and more developers. 
‘chose not to bring their products to the toulbled console, and even 
those that had provided vital support began to lose interest. Namco 

an essential partner and the company responsible forthe system 
defining Soul Calibur ~ dropped Dreameast support almost as swiftly 
as it had taken it up. Therefore, throughout the life of the machine 
it fell to Sega to produce quality software, but while the company 
‘was undoubtedly adepl at producing engaging coin-op experiences, 
it struggled to cater for a new audience of gamers that had been 
‘weaned on deeper, more feature-packed titles on the PlayStalion, 
Sega's arcade ports were unquestonably arcade perfect, but in 
the oyes of many erties that was the problem ~ arcade machines 
are designed to entertain in short pursts and don't usually stand 
up to prolonged play within the home. Contemoorary reviewers 
‘complained of ightweight con-op ports and even the feature-rich 
‘world of Shenmue couldn't ater the often-erroneous perception that 
the Dreamcast was a machine packed with arcade tiles that felled 
to keep your attention for more than a few hours. 

Dreamcast’s ace in the hole — online connectivity ~ could have 
arrested such a sorry slide, but Sega never really managed to 
‘oxplot this facot to its fullest, The company was unforgvably stow 
in gatting itt the consumer and while the actual service was up 
‘and running from day one and boasted internet access and email 
connectivity, it was let down by the software getting constantly 
delayed, When the promise of playing against “6 bilion players" (2 
rather lofty boast made by Sega Eutope, which seemingly assumed 
that everyone on the face of the planet would buy a machine! finally 
‘came to fruition, it was found to be quite underwhelming due to the 
slow speed of the bundled modem, 

‘When the PlayStation 2 launched in March 2000 after a series of 
troublesome dolays, it became obvious that the writing was on the 
wall for Sega's 128-bit challenger. lronicaty, the PS2’s initial ine-up 
cf software was arguably inferor to what was being released on the 


+ Shon was agua be most high etl Dreancastrelease and pewedtary 
thalnemschine wat uses genes pepston 


Dreamcast at the time, but Sony's brand was so strong it sold on 
the name alone. In tha US, the Oreameast was given a shat in the 
‘arm as Sega announced that t would grant a $150 rebate — basically 
the price of a Dreamcast system —to anyone who signed up to 

the SegaNet service for two years. Another price cut folowed and 
these two manoeuvres resulted in an astonishing 186 per cent rise 
in hardware sales, However, i's always worth looking at the bigger 
picture when quoting numbers ike these, The Dreamcast stil only 
held around 16 per cent of the US gaming market, wth Sony ang 
[Nintende out in front with 60 per eam and 35 per cont respectively 

Soga was in dire financial sats before the Dreamcast arrived, 
butts disappointing performance meant the company was 
in even mote trouble. It cleatly couldn't continue and although 
the announcement in 2001 that Sega would be discontinuing 
Dreamcast production and moving into thirc-party publishing 
came as a shock to hardcore fans, most industry experts had 
been predicting the move for months beforehand, Sega was 
quick to point out that games were sti in development for the 
Dreameast, bu for all ntents and purposes the Japanese 
firm had taken its eye off the struggling system and j 
was looking very much to the future. 

However, the Dreamcast’s connection 
with NAOMI proved to be a erucalifeine. 
‘The arcade system was incredibly popular 
and Japanese coin-op developers, finding 
their earings diminishing as the industry 
began to shrink, gladly took up the low-cost 
solution that NAOMI provided. Over the 
next few yoars these companies would 
keep the memory of the Dreamcast alive 
vith a seres of shooting tlas tha, after 


The enue nate mento dsating Sear dee 
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successful arcade runs were granted small-scale domestic releases. 
Titles such as Radigy, Tizeal, Under Defeat and Trigger Heart Exelica 
al found their way on to the system, and G.rev's Border Down was 
so highly sought-after that it recently recewed a welcome reprint. 
Homebrew shooter Last Hope was released in 2007 and is (at 

the time of writing, at least) the last Dreame 
moderate media attention. 

Pinpointing exactly why the Dreamcast faled is trickier than you 
right imagine, Was it lack of thi party support? Over reliance on 
arcade conversions? Poor support of online services that could have 
sat it apart from it rivals? Lack af a DVD ckive? The impending 
release of the PS2? Poor marketing in key territories? The most likely 
‘answer is that it was a combination of all these factors, but when 
dissecting the troubled history of the console i's easy to overiook 
justhow potent a geming platform it was. The thrl of playing Crazy 
‘Tx in the arcade knowing full well that a xel-perfect conversion 
{and not some cut-down port! was set to arrive on the Dreamcast is 
an experience gamers are unikely to witness again. Rudimentary as 
it was, online play with a console was nothing short of revolutionary 
at the time, and Sega basically offered access tothe intemet for 
Under £200/$323 - something that PCs of that ara were asking an 
awful lat more for. With titles of the calibre of Rez, lat Sot Rado, 
Daytona USA, Dead Or Ave 2, House Of The Dead 2 and Skies Of 
‘Arcadia, the Dreamcast was unquestionably heaven for videogamers 
who appreciated the finer things in life. Sadly, out of those “6 billion 
potential players that Sega spoke aboul, the message only seemed 
to get through to a lucky few. 


DREAMCAST 
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PERFECT TEN GAMES 


There are far, far too many great Dreameast games, so here's a quick role call of the other titles that just missed 
our list. Street Fighter I: 3rd Strike, Sega Marine Fishing, Jet Set Radio, Border Down, Power Stone 2, Castle Of 
Shikigami Il, Crazy Taxi and Cosmic Smash. So many amazing games, so little space 


ae 


‘SOUL CALIBUR 
» RELEASED: 700) 

» PUBLISHED BY: NAVCO 
» CREATED BY N-HOUSE 


SAMBA DE AMIGO 
» RELEASED: 7000 

» PUBLISHED BY SEA 

>» CREATED BY ONC TEAM 


> BY THE SAME DEVELOPER, PAE-VAN 


()] Wie Stet Fate maa Suki one the 

superior fighter, we've given the beat‘em-up 
slot to Soul Calibur because Namco went above and 
‘beyond the call of duty with its actual conversion. 
nike Capcom's Sri Sirke, Soul Caiburotfrs athe 
amazing olayabity ana garnenay ofthe cade orginal but 
‘enhances iby delvering ara staggering aditional mode 
thatinoteases the longevtyno end. As wel as delverng 
some tly spectacular visual, Soul Calbur upped the arte 
‘onthe Dreamcast by afferng a whole host of conscle- 
‘exclusive extras ncucng the fantastic Misson mode and 
‘mere unocksoes than you could image, Lite wender, 
‘hen that it went on o Sel over 1 milion copes. 


RESIDENT EVILCODE: = IKARUGA 


» BY THE SAME DEVELOPER: NIGHISINTODREANS 
(022 The Drcameast featured an astonishing ange 
of peripherals during its release, but none could 

‘match the sheer magnificence of Samba De Amigk 

;emtatya por of the popular arcade game and corning 
with a set of maracas, Sama De Amigo an excelent 
thythe-acton game that had payers shatong the maracas 
nna frenzy, a they matched the on-screen promis. With 
‘3 gaudy visuals ane bilant tunes that ranges ‘tom Quicy 
Jones's Soul Basse Nows, to azar take on Aa’ Take 
‘On Me, Sara De Amigo proved utery essental, even it 
‘he orginal package saw Ie chenge torn 100 notes. Fans 
ray wish to seek out the Japanese-only ada-on Sarva De 
‘Amigo Version 2000, 


METROPOLIS STREET 


VERONICA. RELEASED: 2162 RACER 

5 RL GABEEENDD » PUBLISHED BY: 5°S0FTWARE ai nausaaeDitbo 

+ PUBUSHED BY: DOS CREATED BY: TREASURE PUBLISHED BY SEGA 

> CREATED BY CAPCOM » BY THE SAME DEVELOPER: 1» CREATED BY AZARECREATONS 
ANSTARIEROES. 


>» BY THE SAME DEVELOPER: 


POWERSTONE There's a slew of great © 
shootem-ups on the 
Dreameast, but none of them can. 
‘touch the elegance of Ikaruga. The 
first of rary last ever Dreamcast 
releases, karuga expanded on 
the dalty themes that Treasure 
explored with Sihovette Mirage by 
having your shia fp between two 
polartes, While you cule absorb 
Dulets that wer the same colow 
as your ship, enemies succurioed 
auicker to opposing coloured fre, 
\which presented a super rskana 
revrard system, Adc ints complex 
chain systom ana Teasure proved 
‘that when comes to hon-qualty 
shooters, it’s pretty untouchable 


(03 Sapsarrstourth Resident 

Evil ttle caused quite a stir 
‘upon release: mainly because it 
was the first time the franchise 
didn't debut on a Sony console, 
but also because it was the first 
‘game in the series to use proper 
3D backgrounds. Spread over vo 
ties and focusing onthe exacts of 
(Cave and Chis Redes, Vora 
rmawos away ftom Racoon City and 
focuses on a smal sland onmed by 
‘the Umbro Corporation. Grand, 
ts garmapiay is almost identical tthe 
ofgna Resident Ev but it’s saved 
‘thanks to more mmpactive cur-soenes 
and a shockingly good story Ine 


» BY THE SAME DEVELOPER: 


IRYWARS.RETROEVOWED 
05 Wiestatnty sng 

Metropolis Street Racer's 
praises because it’s just such 
‘an innovative racing game, 
Pant simulate, part arcade racer, 
Meiropals Stet Racor was 
essential the forefather to the noms 
popular Prjoc: Gotham Racing. anc 
elvered a crving exporence that 
fow other games of to time could 
‘match. Wit ts excallnt hanling. 
‘well constructed tracks and inventive 
Kudos syster, MSR was a weleorne 
alternative to Sega's harcore racers 
that were availabe on is system and 
proved that Drearncast owners had 
lle need for Sony's Gran Turis. 


SHENMUE | & II 

+» RELEASED: 19200 

» PUBLISHED BY: SEA 

» CREATED BY NCUSE 

>» BY THE SAMEDEVELOPER 
SPACEHARRIER cota 


SEAMAN 

+» RELEASED: 1977 
PUBLISHED BY: SEGA 

» CREATED BY: iVARIUM 

» BY THE SAME DEVELOPER 


PHANTASY STAR 
ONLINE 


» RELEASED: 209) 
>» PUBLISHED BY: SEGA 

» CREATED BY: SON TEAM 
» BY THE SAME DEVELOPER: 


Okay, 29 were cheating Sega's Seaman n't realy SADE 
here, but yu eat talk a oame as uch, but that 

about Ye Susu hy doesnt mean that you should herman in 

declaimed game without miss out on this needy clever yo tafnarra om 


including its incredible sequel 
Greatly revered and reviedin equal 
measures, the Srenmue francrise 
cost Sega milion to make, whie 
Snenmus I eran its most 
requested gare. Huge n scape and 
with an incredibly complex narrative 
which, annoyingly has yet to be 
competed -the Shenmusfranchse 
‘deiverec an exaerence that no alner 
‘game ofthe time could match, Here 
‘waa sores that ral ony ales 
{yuo wisi an ateade and py many 
‘of Suzuki's past hts, but evon race 
menial tasks ke working enjoyable. 


SKIES OF ARCADIA 


2» RELEASED: 2000 


Yyouraising and 


plece of software. Narated by 
Lecnard Nimoy, Seaman requires you 
to ase the stu character fom an 
29g toa fuly grown adult, and sees 
ving th creature 
\va Sega's mietophone peripheral 
Desai never recevng a UK 
release, we urge you to track down 
the US werson and @ boat aise so 
that you can exaerance this utery 
bizare cretion fr yours. you 
noed further insight nto Searna's 
‘svango word vsit Lofaru's cary 
‘al wwwlenukforur.com/index. 
php?showtopie=179677 


‘Online. Net because t ws boring, 
you understand, but because twas 
So darmned addctve, Never mn 
thatlevel gindng was a chore or that 
phone ils could run nto thee cig 
‘rumors, Sorc Tear had created 
‘werd that was so magnate you 
could stay away trom i Increcly 
basic when compared with recent 
afferngs ike Wer Of Warera it's 

35710 ferget wheal an impact t 
aie on ts rlaase anc just haw 
successful Sonic Team hat evolved 
the fanchesa ftom ts RPG roots, 


REZ 


+» RELEASED: 2001 


PUBLISHED By: SEGA 
5H OVERWORK 
SAME DEVELOPER: SNOB) 
We absolutely adore Skies Of Arcadia. The score 
is sweecing and magnificent, the word you expire 
is incredibly huge and ful of rystory. Ad to ths the fact 
‘hal each and every character you met is lager tan ife 
ina way that only the best roleplaying games can manage, 
ard you have yourso a beautiuly immersive tle. Fotowing 
the story ofa young ar rat called Vyse, Skies Of Acadia 
is awondeus adventue that's set ina Jules Vorne-nsoied 
‘word where islands float inthe sky ard hing shis a 
‘he main form af vave. Whie Skies Of Acadia flows the 
\welltredion path of many other gamos inthe gore, thas 
‘been aut together with so much passion that you cart help 
fling in ove witht 


PUBLISHED BY SECA 
> CREAT 

THE SEGA RALLY 
Okay, so the frame rate is lower than its PS2 
‘counterpart and the lack of builtin vibration hurts 
it somewhat, but there's no denying that Rez on the 
Dreameast remains an utterly compeling experience. 
Arguably one ofthe greatest cantonders for thase many ‘Are 
‘vdeogames ar? dscussons, ez pushes boundaries ane 
rxes gameplay, sauns and Vion in a way that few ther 
‘hes have bean abe to manage. Beauty absvact and 
boasting the sort of creative gamoolay that matches its Waly 
astonishing aesthots, zis just as much an experince as 
its gare and i farther tostarnent to just how innovative 
and imaginative Saga once was. A uy stunning game that 
neds tobe in every Droarncast owner's colton, 


PERFECT 10: DREAMCAST 
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‘Why the NeoGeo Pocket was great... Solly buit with a refculousiy large battery 
lito, the NC idl and shouid have posed a serous tiveat to Nintondo's handhelel 
ad bs th 


NEOGEO. OCKET 


NEOGEO POCHET 


's 


NEOGEO \" OCKET 


ALTHOUGH NINTENDO HAS SEEMINGLY BEEN THE DOMINANT FORCE IN 
THE HANDHELD SECTOR, THERE WAS A RIVAL THAT HAD THE POTENTIAL 
TO SUCCEED WHERE OTHERS, LIKE THE ATARI LYNX AND SEGA GAME 
GEAR, HAD FAILED. THE NEO GEO POCKET COLOR WAS A GREAT PIECE 
OF KIT THAT OFFERED EXTENSIVE BATTERY LIFE, HIGH-QUALITY VISUALS, 
AND REASONABLE SOFTWARE, YET IT FAILED TO TAKE THE WORLD BY 
STORM. WE TAKE AN IN-DEPTH LOOK AT THE COMPANY BEHIND THE 
HANDHELD MARVEL, THE SUBSEQUENT LAUNCHES OF THE MACHINE 
IN DIFFERENT TERRITORIES, AND THE COCK-UP THAT LED TO THE 
DOWNFALL OF A FANTASTIC HANDHELD 


hin Nihon Kikaku (SNK) first began on Game Boy Color: The Rival 
22 July 1978 and was initially founded eases cece 
to develop software and hardware the arival of the Neo Geo Pocket 


‘components for business clients, 
‘quickly turing to the world of arcade 
development. Its frst arcade titles wore 
Ozma Wars (1979), Safar Rally (1980), 
‘and Vanguard (1981). And it was around 

this tine that SNK created SNK Corp of America founda in 


jealy superior to its 
procecessor vith tne ato cesay 
Barnes neo ins backlt 


Sunnyvale, Caifrnia, While SNK sill developed coin-op tes i Server tes ery conaonaton 
shifted its focus to console games and signed up as a third-party sean cote maieens 
licensee for Nintendo in 1986, SNK released ari Warrors in 1886 Baehwadscomostie, tment any 
for a varity of formats inctudng the NES, but then decided to ewrchodl tie althe sao tie 
retum to the arcade ndusty. ‘ting abt of eaburo the vans 
In 1989, SNK aimed to re-nvent the arcades and Key Slee minh nea beard re 
manufactured interchangeable game earrdges. Christened the Teh eee d Dele! 
"Muti Videogame System (MVS), this arcade cabinet could alow ea sungoor plus ubeaauer, 
Up to Sx separate games to be installed into one machine. This Toran Pibmen reo 
innovative invention proved vital in keeping the arcades ave, Heel eae Bor cee 
and it meant that SNK went on fo release its own home console fete ote iad oepun 


Using the motherboard from the arcade system, which was 


flexible enough to adapt to home use, - 
‘The console was the Neo Geo Advanced Entertainment 
Sysiom (Neo Geo}, and athough t was the most powerful home 


videogame console, its high price tag and expensive games 
meant it was only ever purchased by the megavch, Even today, 
Neo Goo tities can fetch colossal sums of money, with rare tiles 
seling for thoussnds of pounds. The release of the Neo Geo CD 
in 1994 saw the first batch of 25,000 rapidly sell out in Japan, but 
complaints of slow loading times meant sales taled off and the 
‘American launch in 1985 was mostiy ignored. 

Dospito staring to struggle financialy, SNK decidad to oleaso 


ahandhel to compote wih Netendo's Game Boy and woud ar eh 
fect pvt of ts casts fancises catpaleteenm ete 
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NEO GEO POCHET THE LAUNCH 
'SNK’s mono hangheld, the Neo Geo Pockat [NGP} launched in Japan 
(0n 27 October 1998, Featuring a quid crystal display sereen that coud 
produce eight shades of grey, a stereo headohone socket, ver 20 hours 
battery Ife and intemal battery for game saves meant it was technicaly 
better than the Game Boy, The handheld aso included volume and 
‘contrast buttons as well as some basic PDA functions such as @ 
‘lock, calendar and horoscope generator. Unike the Game Boy, 
which was held vertcaly, the NGP was hold horizontally and 
included a finger groove indentation for better gro. Like the 
Game Boy, cartidges would slot into the back of the unt, and 
the handheld featured two action buttons as wall as Power and 
Optons buttons. 

‘The NGP's retal price was ¥7,800, with cartridge prices 
varying from ¥3,500-X4,600, Tsunagete Pon! was part of 
the fist wave of software to hit the market along with The 

King Of Fighters FI, Dokademo Mahjong, Neo-Geo Cup 

'98, Shog No Tatsujn, Pocket Tennis and Meton-Char's 

Growth Diary Whit inital had some success, the lack of 

releases meant the public began to lose interest. SNK made 

‘a cassic mistake; in its dasre to beat the Game Boy, ‘ald 

to keep a close eye on the competition, and two months 

after launch, Nintendo's Game Boy Color was released to 

Universal claim. 

In December of 1998, two big games finally reached 

stores: Samurai Spifs and Basebal Stars. To go along with 
Samurai Spits, SNK also released a special editon NGP pox set that 
included a limited wranslucont NGP, copy of Samurai Spits, and a strap 
{or the system. Stil struggling to gain a foothold on the market, SNK 
reatsed it needed to do something, so in 1999 the Neo Goo Pockst 
Color was unveiled, 


NED GEO POCHET COLOR: THE GLOBAL EFFECT 
March 1999 sew the release of the machine in Japan; cispiaying an 
Imoressive reflective colour TFT screen and an incredible 40 hours of 
power just ftom two AA batteres. The new handed kept the previous 
functions of the orginal, withthe exception of the contrast cal, which was 
ro longor required, Tho Dreameast link up function finally bocarme a reality 
withthe release of The King OF Fighters R2, which would upload stats to 
‘The King Of Fighters 99. The machine was avaiable m Camo Blue, Carbon 
Black, Crystal White, Stone Blue, Platnum Blue, and Platinum Sivr. 

Due to poor planning, The King Of Fighters R2 was the oniy major tie to 
purchase, giving the recently released WonderSwan and Game Boy Color 
consoles an immediate advantage, 

Unditered, SNK decided it was time to release its beauty into the 
‘West and plans were made for a May release through its website. This 
fel through, but t eventually emerged in June and Fatal Fury: Frst Contact, 
along with Metal Slug: First Mission wore launch titles. August saw 
the portable arive in the US and ths time retalers were amed with an 
Imorassive array of sohwara, including The King Of Fightors R2, Paz 
Bobble Mini, Samurai Shodown, Basebal Stars Pocket, Pocket Tens, 

Neo Cheny Master, Neo Dragon's Wild, Neo Mystery Bonus, Crush Roller 
Pocket and Neo Geo Cup ‘98 

Disappointing, NGPC’s clamshell casing was replaced with cardboard 
‘boxes in a bid to cul costs, This time SNK USA was guilty of poor 
‘management, with many stores lacking machines to sell for launch. Shop 
staff know litle about the handheld due to a lack of information because 
'SNK focused mainly on promoting ts new baby on the internet. Despite 
the hiccups, tha machine sold wel, with many stores saling out. Games 
such as Dive Alert wore translated ito Engish and SNK USA went on to 
‘publish tiles on other systems. A small remodelled colour handheld was 
‘leased in Japan to drum up sas along with both versions of SNK Vs 
‘Capcom Card Batts, and Densha De GO! 2, Despite SNK's best efforts in 
the Japan, the handheld sold only 250,000 units prior tothe UK launch and 
was deemed a failure. 

‘October 1999 saw the machine launch in Europe and SNK was stowly 
learning from its many mistakes, The machine was marketed with Hestyle 
adverts in the UK mecia and retailers were far better informed about the 
‘machina. Games were released ragulary (unike in the US and Japan) 


edn Chars rove Diy as pareve al Sicha appeae oe Tenagervt wth 
evel gamely 


and troughout its shor ife span, 29 titles made ito the UK. Ina 
surprising move, all games were released in the clamshell packaging, 
instantly ncreasing their desirabity 

Sales reached an impressive 100,000 in the UK, although the lack 
cof marketing in othor courvvios moant that it sold poorly elsewhere, 
Eurooe saw games ike Fasaio| Last Blade and a host of gambling and 
card ttles that navar made it to Amariea, Despite games lke Sonic 
Pocket Adventure, Puzle Bobble and Puyo Pop, the software diversity 
vasnt enough to capture the pub's interest. The handheld needed 
‘more third-party developers and although Capcom, Atlus, Acclaim 
and Sega helped, it wasn't enough to comoste against Nintendo's, 
Unstoppable Game Boy. 

In comparison to the Game Boy Color, the NGPC was a technical 
rmarvol, ts micro-switchod thumb pad offered far greater precision 
than the traditional D-pad, and the design was solid compared to the 
Game Boy Colors cheas plastic. Tha NGPC screen not only offered 
superior colour visuals, its larger size and imoroved visbiity meant 
‘that technically it was mies ahead of ts rival. By rights the machine 
should have gone on to have a fruitful fe, but the mistakes ofthe past 
proved far too coslly. SNK Japan was in contro of SNK USA, which 
resulted inthe botched NGPC launch, a neglected arcade market and 
poor marketing, As 2 result the company went deeply into the red and 
lacked the financial backing to support its impressive (yt utimately 
doomed) hanahe, 

Pachinko maker Aruze bought SNK in January but pad tle 
attention to the videogame market, so SNK closed outside Japan in 
June 2000. The NGPC was official withcrawn from the USA and 
Euroge, having only been for sale inthe latter for apalry eight months. 
Asa result, certain ttes such as Evolution, Gals Fighter and Pocket 
Fevers! that were meant to be crushed/tecycied were accidentally 
released thence their high prices today). The biggest shame about the 
NGPC's fare is that an MP3 player was due to be released for the it 
‘and could have raised awareness for tha NGPC. Again, SNK was rrilos 
‘ahead with this device because Nivtendo onty released its MP3 add 
on a fow years ago, Saciy, daspte various buyouts, SNK never realy 
recovered and the entire company was declared bankrupt in 2004, 


END OF AN ERA 

Although the NGPC had e short innings, it wes a superb handheld 
with plenty of class ties that are well worth tracking down, With 
hardware prices constantly plammeting and the wide avaiabilty ofthe 
software, boxed or otherwise, there hast been a better time co snap 
ane up. Sof you'e eraving a poce of handhold history that doosn't 
have Nintendo stamped on i, then alow us to recommend SNK's 
supare Ngo Geo Packet. You certainly won’ reget 


aN Gee oct eversins were rant Tho Met Stes parte apared athe 
thls he orga ger 


Kg Of Fighns A ase 
winereenne 


NEOGEO POCHET 


‘pete raneig the NGPE at 
Danes inka nein th Ko Of 
hrs a rg igs 98. 


Places Of Purchase. 
Ifyou have read ths aie and 
taney going hld ot one of hese 
lovey Fandhols, your best bet 
ist go down te roar an 
hind rahe re eBay 
cours, Rome to gute afew 
bargms, ad nper favours Play 
Asie and Lie Sang stock some tos, 
‘though, regrettably, to! tes 
tre Jopanese andor carege any, 
‘ahien may not be eal or elletors, 
youjust want start yeur 
oletian, some retalrs Such 
(GemeStion sl el a base package 
‘or around €50-£70,Thatincudes 
‘ho nandneld along wth si gam, 
jun unboxed Wie the gama cin 
‘ary usualy ey ince Pac Mar 
esl Slug, Tt Masters, ing OF 
Fighters Fd, Fall Fury and Pocket 
‘orm For compete versions, 
pari Europe Carsshal 
feds, eBay the best place to 
look, though expect oties 0 vary 
‘donending on the tie, Other popular 
resources nude deesed impor 
Sins such as wnw.neo-geocom 
nd womwuntse-ukccom A Neo 
(Goo Pocket fotenos around £10 
20/816-32 athough t can ont oay 
‘he eny back anew is, wie 
the coe ein ean fetch anyhing 
‘tom €20 50) $32.64 doaondng on 
thermedlandwheter = comes 
vith ts eign packaging Due 
to hanchelds beng region feo, it 
‘doesn’ mater vine you buy the 
‘machine er games tar, saleck 
‘ound atthe best brains, 
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NEOGEOWMOCKET a ° 


PERFECT 
TENGAMES 


‘The Neo Geo Pocket and Pocket Color may not have boasted a stunning number of games, but that 
doesn’t mean that they did't have some cracking tiles avaiable fr them 
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SNK VS CAPCOM: PUZZLE BUBBLE ‘SNK VS CAPCOM: NEOTURF MASTERS METAL SLUG 
CARDFIGHTER'S MINI MATCH OF THE, 2» RELEASED: 1997 1ST MISSION 
CLASH > RELEASED: 11? MILLENNIUM » PUBLISHED SK >» RELEASED. 


> CREATED BY: N-OUSE 
» RELEASED: 1971 » PUBLISHED BY: SN » RELEASED: 1979 » PUBLISHED BY: Sti 


CREATED BY-TATO CORP SCE » RYTHESAMEDEVELOPER 220 cREATED BY NHOUSE 
EE SUPERBASEBALL SCOUNTEOUT, 


PUBLISHED BY: SNK 
(CREATED BY, N-HOUS 


» BY THE SAME DEVELOPER: 


> CREATED BY: IN-HOUSE ARI WARERORS 


> BYTHESAME DEVELOPER SERLEPANEOWS.ACSSCE gy ryesAMEDEVELOPER NED NeoTufMasterswasan GRR NN 
[NED TURF MASTERS, SNK VSCAPCOM “TURFMASTERS THELASTBLADE ‘essential purchase for the 7 
Haas No portable gaming ‘While 2nd Mission is 
console could ever be ia bos oh nent [Nes Gen DES (preside you! generally considered to be 
OO] Acarsseme stain complete loot aca were able to affordits hefty price the better tte, i's the original 
‘Capeom and SNK a a ‘ag) and this pockat translation y4s051 Shug game that h 
characters mightnotsound _-uumlegame,andthe NeoGeo eid ew canmatch the isjurt st vil sR bigger elas esas eal 
like a recipe for sucess, but ee ey sheer diversity and greatness brother. Essentialy t's @ scaled Soares ee 


the Neo version of Puyo Pop is place in our hearts. Considering 


ithas proved to be one of the of the sublime Match Of The ‘down version of tha classe arcade 
handheld's most enduring tides eel” good and defintely wel Wiennjum, The garme's ke (game andis instanty accessicie ‘he She suo of he onanal arcade 

id th owing, i we had to choose Gated Aes Ee {games i's amazng to think that 
hel there's even a DS versi Word seems ole choice: inece's thanks ts elegant contol system 


‘one purl tle, we woul go for 
he amazng Puzze Bobbie Min 
maby because thas everything 
fou coud ask for ina good puzzler. 
The vials ae perfacty defined, 
‘the varous computer characters 
are chansmatc ana put up 
fantastic challenge {especialy on 
the ater loves) and the gameplay 
i fendishy good, The final protact. 
5 utterly compeling and will keep 
you entertains for hours, 38 wall 


‘so much of Meval Sus sont was 
capture! so perfectly Like is 2reade 
paterts,the level design throughout 
Tst Mission is flawless its aso 
fexcremely tough in places, buts 
balanced so perfect that youl 
constantly return tt 

‘Addin some try fantastic 
anmaton and quirky graphic, 2 
‘wide variety of extrernaly detailed 
locations, and some boisterous 
sound effects and you have 
yetanather muschave tile An 
tenierianing game worthy of being 

acta classe 


fon the way. For those unaware 
ofits hertage, the Cartionters 
sores s best described 35a ny 
ofthe naw-popular Yu-G-Oh ard 
Pokémon games that ae avalale 
for Nintendo's current marches 
range (i also came in SNK ana 
pom editors). For us, twas the 
Beautiful drawn images that prove 
to be the game's real rump card 
(ouch) takes a whl to get sed 


a staggering umber of otions and wonderful presentation. ght 
Con offer, ahuge roster of fighters different golfers are cn ater foach 
to choose from, andthe ability vith their ow distinctive atiautes) 
to Ink up 0 both o the criginal and the three avalabe gol courses 
Carighter’s games and Sega! ‘ae al beauty designed. 

Dreameast. Adc in three vastly Like many Neo Gea Pocket 
cifferontfightng styles, the abity1o tits, eveythng has been given an 
play one-on-one or use atageam —_exttacute lok and the end result 
system that mimics Cancom's Vs isan uttery charming game that's 
sias and t'stta wendar SNK had an essential purcnase for SNK’ 

to use a 32M carga noc handheld and sure to pease 
te he dheting system, butorce ee eit he ‘rn all the goodness in. With mary fans. Whether you tke got 
mastered youll never putitaowm, 35 fasvate you ton so much content none game, it of nol, youre sute to find same 
Easly ur favoutte Pocket tle, “ seems a sn nt io.awn i feiertanment this game 
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SONIC THE 
HEDGEHOG POCKET 
ADVENTURE 


RELEASED: 19 
» PUBLISHED BY: SK 
> CREATED BY SiG 
> BY THE SAME DEVELOPER: SON 

THE HEDGE#0G,CUTRUALPANZER 

DRAGoON'SAGA 

‘Sega had a very strong 
‘business relationship with 

[SINK at one stage, but never for 
‘one moment did we expect its 
flagship mascot to appear on a 
rival machine. Nevertneless that's 
exactly what happened nd Sonic 
{ard platform fans alke squealed 
vith joy. From the moment "Sega" 
‘area through the Neo's humisle 
speakers tothe sheer adcicrveness 
*hat te fartasie maltipayer 
fered, Sonic Pocket Aventure 
‘was hancheld perfection Suet 
35 easy to core (although 
olectng al the puzzle pieoes took 
timel, butts wonderful visuals, level 
tesign and playablity were the 
perfect payoff Ths game was the 
prosuct ofa perectcrearnieam 
‘hat ast forte ages, 


FASELEI! 


» RELEASED: 1997 
» PUBLISHED: SNK 
» CREATED BY: SACNOTH 
» BY THE SAME DEVELOPER: 
SHADOW HEARTS KOVDELKA, 
Facelail i one of the N 
Geo Pocket's most coveted 
titles, mainly because SNK 
pled out of the US before it 
was released, mostly due to 
disappointing sales in relation 
with its bad timing. Surprisingly, 
«hs excollnt fit svalagy ttle 
éd make it 10 the UX in mio 
quant, s0 tho dormard for 
Fasalilermains extremly high, 
While you can gick up a bog: 
standard cart for round tenner, @ 
‘mint condton speciran can go for 
as mach as £70, Don't be fooled Ly 
‘the gant mechs, band visuals ard 
lessthansmpressive sound, Fasellt 
[san incredibly absorting stratouy 
{le and defintely worth ts righ 
price tag. ust the intnse storyine, 
incucing a Thrd Woral War, 2 
country tom by two waring factors, 
a rebolous group of mercenaries, 
prince and his comupt brother and 
‘ore, makes this game worth aby 


GANBARE NEO 
POKE-KUN 


» RELEASED: 2009 
» PUBLISHED BY: SNK 
» CREATED BY: IN-HOUSE 
» BY THE SAME DEVELOPER, VETAL 
S163, MJTRTONNATION. 
Don't be put off by the fact 
that this quirky looking 
‘tle appears to be nothing more 
‘than an upgraded Tamagotchi 
‘experience as it contains 
some of the most enjoyable 
‘experiences that the Neo Geo 
Pocket has ever offered, The ies 
isto keep your tle Ganbare harpy 
by manauiating his suroundngs to 
hss tng ~ prety falar concert. 
“The happier he's, the faster hell 
roa the 30 moni games tna 
youll eventual get to savour The 
‘minigames are based ona variety 
ff ateade his thal ange from 
‘Asters to Kg Of Fighters and 
ldo instantly recagnisabie to 
any who payed the orginal garnes. 
ne ofthe most charming ies 
Noo Goo had to off, anc one that 
“segerves another ack you missed 
it back in the day 


THE LAST BLADE: 
BEYOND THE 
DESTINY 


» RELEASED: 200) 
PUBLISHED BY Stik 
> CREATED BY HOUSE 
» BYTHE SAME DEVELOPER: 
“SAMURALSHODOWNANGOF 
FGATERSSERES NAM i995 
We have always preferred 
‘The Last Blade franchise 
‘to the more popular Samur 
‘Shodown! series and the NGP 
version is no different. VVrile 
Semurei Snedown! 28 a slo 
litle brani ints on ght, we 
just found tat there's so much 
‘mote depth fo Beyond The Destiny 
ating ta more rewarding 
fexperence ike the fartastc 
Maich OF The Milennium, there's 3 
‘rong roster of varied interesting 
Characins, @vanety of playng sives 
‘ad a heck o alot of depth. Add 
inamazing animation, the abity 
to colect spac seals and 140 
nifty ite in-game and the enc 
result sa wonderfully pc game for 
‘hose who prefer slashng blades to 
simpe fisticuts 


POCKET TENNIS 
COLOR 


» RELEASED: 17 
» PUBLISHED BY SW 
» CREATED BY: YUMEAO6D 
» BY THESAME DEVELOPER: 
BUUNGSTAR 

Don't be tricked into buying 

the original black-and-white 
version, this is the one you want. 
Like Neo Turkmasters, Pocket 
‘Tennis features eute character 
design, instantly accessible 
‘gameplay, and some increasingly 
‘tough opponents that'll keep 
you coming back for more. 
Sady, due tothe cart capacity, the 
aneration in" gule as good as 
some ofthe ator Pocket ties that 
ae avaiable, but what's on offers 
perfectly acceptable considering tho 
‘imo of roeaso. And besides, i's 
‘ho actual gameplay that's moorant 
{ar the exgecance and youl find na 
quiboles from us. With four ctforent 
arenas io choose from, the abty 
‘ppl aganst a hurnan opponent 
and some nie unlockable featues, 
Pocket Tenn Color is ancther must 
have forthe Neo Geo enthusas. 
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SAVE UP TO 40% ON THE NEWSSTAND PRICE 


Never miss 
an issue 
13 issues a year, and 
as a subscriber you'll 
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Delivered 
to your home 
Free delivery of every 
issue, direct to your 
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Get the 
biggest savings 
Get your favourite 
magazine for less by 
ordering direct 
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Discoveranother of our great bookazines 


And save 20% on your first order when you buy direct from us 


Sega Archives 


Since its origins in the 1940s, 
Sega has been one of the most 
influential players in gaming history. 
Relive Sega's colourful history, from 
coin-op capers to the Mega-CD. 
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